
$4.99 U S. / $5.99 Canada 
MAY 1996 voi. 9, No 5 


'85353 01164 


TWO GAMES IN ONE: FULL OF INTERNATIONAL FREE KICK! WATCH REVIEW SHOTS WITH 

INDOOR & OUTDOOR SOCCER! HIGHLIGHTS! FOR THE BANANA! INSTANT REPLAY! 

Striker 96™ meets you head on with state-of-the-art soccer including an exclusive indoor soccer 
option! Exhibition, league, tournament and championship modes! Simulation and arcade options! 
View the ultra-realistic play from any of seven different camera angles and catch an instant 
replay of your majestic moves and greatest goals! The #1 team sport in the world comes alive! 


iquare’s first PlayStation 
game will redefine RPGs 
forever... pg. 46 




PlayStation 


FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. Copyright © 1996 
Rage Software Ltd. All rights reserved. Copyright © 1996 Coconuts Japan Entertainment, Co., Ltd. Under exclusive license from Rage Software. “PlayStation” and the “ ” logo are 

trademarks of Sony Computer Entertainment, Inc. Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved. 
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VR SOCCER TIP 


com 


PUNCH THE SPEED BURST BUTTON 
TO ELUDE PESKY DEFENDERS. THIS 
WILL ALLOW YOU AMO TAB RAMOS TO 
ENJOY TOASTED 60ALIE FOR LUNCH 


Or, purchase a PC CD-ROM interactive preview at a participating retailer near you. 


GAME: PLAYERS COVER Run 1 Run 2 Run 3 No Run 4 No 



Earthworm Jim 
Action Figure! / 

Available by mail / 
^ fttf with two proofs ji 

of purchase l| 

from any of the \V 

Earthworm Jim i 
^ videocassette * 

titles! 

See videocassette insert for details. 
Offer expires 9/30/96. A $5.^ value! 
SV8"hX3 ,/2 "wX1'/2”D 


One (l) Earthworm Jim 
Trading Card. regal 
Collect all four! SSEES 

PtVS 

Exclusive "Hints 
and Tips” for 
the Earthworm Jim 2 m 
Video Game! 


|/ed. EARTHWORM JIM" 


based upon the video rjarne developed by Shiny Entertainment ai 


e’s the stylishly slim star of the 
galaxy’s most radical video 
game hit and he's coming to 
home video! Now, the hippest hero 
ever to slip into a cyber-powered super- 
suit is about to romp onto the small 
screen in four exciting new tapes. 
Each videocassette features two 
outrageous animated adventures. So 
worm your way into your favorite store 
and collect the entire groundbreaking, 
dirt-cheap, ray-gun-blazin' new series. 


Suggested Retail Price 


CARTOON f TUDIOT 


Jd Playmates and the characters created by Doug TenNapel. 
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Gremlin 


© 1996 Gremlin Interactive, Ltd. All rights reserved. VR Sports and VR Soccer '96 are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. 

Licensed from and developed by Gremlin Interactive, Ltd. PlayStation ™ and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. 


Where the bicycle kicks, the 
yellow cards and even the 
burnt goalies are for real. 

It's just a game like English soccer fans are 
just a little enthusiastic. Say hello to the next 
generation of soccer. Video Games 

magazine calls VR Soccer '96™ 
"The best 32-bit soccer game..." 
With smooth, fast camera 
action, it's the only soccer 
game you can play from any- 
where and everywhere on the field. 
You can select from 44 international teams 
and play virtually any position. Plus, up to 
four players can play on one system with a 
network option for up to twenty players on 
the PC. VR Soccer '96™. 

Now this is a game 
you can get into. 


Virtual FieldVision™ allows you to play in real time 
from any camera perspective, including first person. 


THE DIFFERENCE IS REAL 


Interactive motion capture means you get real-time 
player movement with ultimate player control. 


Realistic polygon-based figures that look and 
play like the world’s best, because they are. 


Available on 

PlayStation and PC! 

Coming soon on 

Sega Saturn! 





BUZZE 


KIDD 


YOU’LL TAKE MALON 


E HOLE 


YOU’LL DRAIN THREES^ 
YOU’LlrfifaLIZED BY 


OU’LL W 


U R NOT 


EWING 


Okay, rookie. Here’s 


all the 3-D realism, 


other wannabees-uh 


the basketball game 


PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. U R NOT E is a trademark of Sony Interactive Entertainment Inc. NBA Shoot Out is a trademark of NBA Properties, Inc. The NBA and individual NBA team identifications used on or in this product are 
Call 1 -800-771 -3772 for information on Game Ratings. For game hints call 1 -900-933-SONY (7669). The charge is $.95 per minute (avg. length of call 4 min.). Callers under the age of 18 must get parental permission to call.Touch-tone phone is required. Available 24 hours a day/7 days a week. 





PlayStation 


your chance to go up against the big boys. Play for an entire season. Find yourself man-to-man with 


intensity and sweaty, stinky action of playing in the NBA. And, with Multi tap, you can even link-up with seven 


we mean players, too. With over 300 NBA players and real plays, NBA Shoot Out is, without a doubt, 


of your dreams (which, let’s face it, is as close as you’re ever gonna get to the real thing). 


trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc., and the respective member teams may not be used, in whole or in part, without the prior written consent of NBA Properties, Inc. ©1 996 NBA Properties, Inc. All rights reserved. 
U.S. only. ©1996 Sony Computer Entertainment Europe (a division of Sony Electronic Publishing Limited). If you actually read all of this, you're a bigger loser than we thought, http://www.sony.com. R1 , R1 , R2, R2, LI , L2, LI , L2 (This is not stupid legal copy.) 
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v WHOA! There s a lot of sweet 
stuff in this issue! I mean, 

| , sure | say that j ust about 

* Wm every month, but this time I 
really mean it! War Gods, 
i Final Fantasy VII, Ultimate 
MK3, and more, more, MORE! 

" Oh yeah, I almost forgot to 

mention our sneak peek at VIRTUA FIGHTER 311! 
Don’t think I wouldn’t kill any of you for five 
minutes alone with that game. 

On the down side, it saddens me to tell you 
that our dear friend Bill has... well, passed on. I 
found his body just this morning, slumped over 
his keyboard. Guess a man’s innards can only 
take so much. We’ll miss the contribution that 
he... BILL: I’m gonna kill you, Slate!!! Bill! I 
thought you were dead, or I 
would’ve never buried you! [ \ i 

BILL: It’s The Box for you, j i \ ^ 

boyo! It’s time for the / 

monkey wasps’ feeding!!! 


WJ2ET 


iTEJL, 


Where we tell you what you need to know, and then some! 

14 


Inf ot rack 


Hot breaking news... and some stuff we can’t break! 


lit [List 


§ *£ 


Ha, ha! Our favorite games are newer than yours! 


c cades 


They don’t bathe and they want your quarters... hmm... 


.er 


say 


This means something... this is important... except for all that weird stuff! 


y, someone wrote in with a game question! We made fun of 'em anyway... 


Back Calk 


114 


Who'd believe it? Dangerous gunplay and a big surprise! We never have surprises... 





Que sera, sera! ( This means ‘here’s all the new stuff!’) 


With coverage like this, who m 


Tomb Raider is back, with even more 
fantastic garphics, on page 28! 


We draw first blood on Ultimate Mortal 
Kombat3! The carnage starts on page ; 


Final Fantasy VII, NBA Jam Extreme, and some really Boss Stuff, not to mention our deluxe 
cover story! Man, we 're just too good to you! 


What was the best prize you ever got in 
a box of cereal? 


One time I got this little monkey. He was real 
cute and fun to talk to, hut then my Mario doll 
said I had to ‘terminate’ him. I did it... I cried, 
but I did it! (sob) 


Japanese (Previews 


Cereal? What's that? You mean, you put this 
stuff in a bowl and pour milk on it?!? That’s 
disgusting! Uh... does it have any caffeine in it? 


I was real excited about collecting those little 
batting helmets, so I’d eat the whole box at once. 
Never did find those helmets, but the cereal was 
real crunchy, for some odd reason. 


I got this submarine once. I'd put baking soda in 
it and it would dive up and down in the bathtub. I 
wonder what ever happened to that darn thing? 


CHRIS: Chris Slate@qm.imagine-inc.com 
BILL: Bill Donohue@qm.imagine-inc.com 
ROGER: Roger Burchill@qm.imagine-inc.com 
MIKE: Mike Salmon@qm.imagine-inc.com 
PATRICK: Patrick Baggatta@qm.imagine-inc.com 


In a move guaranteed to drive 
Congressmen weeping into the streets and 
mothers everywhere crazy, game 
players has gone online! Check out our 
web site, as well as our individual E-mail 
addresses over on the right! 


1 I used to try to collect these really cool ‘Invaders 
j From Mars’ cards, but every time I’d pour the beer on 
J my Cheerios, all the colors would run. All I got now 
' are these cardboard squares that smell like beer. 
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j S What better prize could there be than the 12 
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gJ packed in every box? Oh, 1 guess finding a 
|f banana in there would be cool, too! 
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Once again, our crack (cracked?) staff of reviewers has been bullied and When it comes to cheating, no one 's better than us! Heck, we got the prison 

bludgeoned into turning these reviews in on time... and it was fun! records to prove it! (D’oh! Uh, forget that last part, OK?) 




Shilling Wisdom 

61 

Museum Classics Vol. 1 

107 

Super Mario RPG 

56 

Night Warriors 

96 

Worms 

64 

Resident Evil 

88 


Sega Rally Championship 

106 

Street Tighter Alpha 

106 

Theme Park 

109 


Alien Trilogy 

CO 
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Creature Shock 

70 

Earthworm Jim 2 

66 

Iron Storm 

69 

Magic Carpet 

71 

Need Tor Speed 

60 


Ilight Warriors? Darkstalkers’ Reve nge 62 


Now Playing 

78 

Return Fire 

65 


Assault Rigs 105 


Clockwork Knight 2 

109 

Donkey Kong Country 2 

108 

Earthworm Jim 2 

108 

Even More Codes 

110 

Game Shark Codes 

107 

Jumping Flash! 

109 

Johnny Bazookatone 

107, 108 

Killer Instinct 2 

100 


These will... these will... rock you! 


We’ve got more baseball 
coverage that all three 
networks combined! So 
get yourself a comfy chair 
and get ready to ‘Play 
Ball!’ The action starts on 
page 72! Batter up! 


Thunderstrike 2 

104, 105 

Twisted Metal 

106 

Zero Divide 

106 


No one has talked about anything 
else but Virtua Fighter 3 since its 
recent debut at the annual ACME 
arcade show, and for good reason. 
Although still pictures can’t do this game 
justice, just one look will pound you into a 
pulsating pile of protoplasm. Your torture 
starts on page 42. 


If you don t buy these, well have to eat em! Its not that they taste bad, or 
anything, but we'd like to try sandwiches made with bread, fora change!!! 






Hokay, here 
we go: Monkey 
wasps, Kerri Hoskins, 
purple capes, guys who live in 
water towers, naked charters (huh?), 
and a really, really big picture of a pig's 
Of course, it must be Readers' Network! 



I love your mag. I think it’s 
/ the greatest I’ve heard 

;%■ , jj&k from various sources 

that there is a game in 
Japan called Super 
1 x jfft Dante f° r the Super 

» JMsP jkjk FamiconjJtj^i-ftPG in 
L-Afl - which you 
4 . can design 

your own RPG 

characters (good or bad) and 
1 ^ also you can design the plot and story- 

j& ' line and you can also design certain buildings 

such as castles and other buildings. Anyway, the point 
I’m trying to get at is that I was wondering if we are ever gonna 
get it here in the U.S. If we are. when are we getting it and what system 
will it be on in the U.S.. and how much will it cost And it we aren't, why? 

Jeremiah Frye 
Pocahontas, AR 


I am pissed off about these new systems and their expen- 
sive tags. When Ultra 64 comes out, how much will it cost? 
$250? S300? My friend says that the new systems won’t 
last because of their price tags. I think he's wrong. Hey, if I 
had $400 to blow, I’d get one of those systems. But if they 
(meaning Nintendo, Sega and Sony) had any business 
sense, they would reduce hardware prices so more people 
could buy those awesome systems. Anyway, I wanted to 
ask you something. Could you confirm that there is a Final 
Fantasy game for U64? And if so, is it a sequel to Final 
Fantasy 3? Oh, and Bill, if you want a very mean animal for 
the box, I have a very rare monkey wasp. Its sting feels like 
being gored by a rhino! Only 550 bucks. And I’ll include a 
keg of beer! Get drunk while enjoying box entertainment! 

Travis Howard 


Stockbridge, MA 


The funny thing is, Travis, that even though 
the new systems cost so much, all of the companies 
are basically selling the hardware at cost. The game 
company’s profits come from software sales. As for 
me, I’ll definitely end up shelling 
out the dough for all the systems. 

There are just too many good k 

games and not 
enough time to 
play them all 

during work * | j « r 

hours. As for FF, check „ • J - j # * 

out our feature in this w ( "Jt 

issue on FFUII for 'fc 0^ 

PlayStation. Although it may 

be called FFIV when it comes to I v 

the U.S., Square Soft has finally begun 

to develop their excellent RPBs for 

systems other than Nintendo’s. But 

there are rumblings of another FF 

game in development for the 

Nintendo 64 but in all likelihood 

we won’t see it until well after the 

release of Nintendo’s Bulky Drive. 

Finally, do me a favor and keep those 
monkey wasps. For some reason it 
always seems to be me that gets 
thrown in the Box and I shudder 


To be honest, Jeremiah, I’m not quite sure which game you’re talking about, but I 
have seen several ‘create your own game’ cartridges for the Japanese 16-bit market. No 
one has announced any plans to bring these titles to our shores yet, but I sure wish they 
would! Imagine... ‘Lord Slate enters the dark dungeon to rescue the fair princess from evil Bill’s Box...’ My 
BPB is practically writing itseH! 

Yeah, right into the dumper! Check out my hot, new BPB — Super Buddy’s Beer Hunt! 


THE SECRET PLAN 



new toy for the box! 


IV 


I’ve figured out a way for Sony and 
Sega to legally get rid of 
Nintendo for a few more 
years. When the Ultra 64 
comes out, drop all the 
prices of games in half. 
They won’t lose any 
more money per hard- 
ware and will still make money off the soft- 
ware. Nintendo won't be able to make their software 
any cheaper because of its cartridge based system. 
Any idiot would see it would be better to be able to get 
twice as many games for the same price and pur- 
chase a PlayStation or Saturn. The game companies 
might even be able to make more money off software 
this way. I know personally there are like 20 games 
I would like to get for my PlayStation that I 
can’t because I have to think about money. If 
they did this I would be able to get quite a few 


of those games by spending just as much as I did before. Sony, 
Sega and gameplayers everywhere would benefit from this 
move. Also, if you think about it, once Nintendo’s out of the pic- 
ture, Sega and Sony can slowly bring their prices back up. What 
do you think? 

Ben McMahan 
Mansfield, TX 

ROGER: Well Ben, you had me excited there for a minute. 
But what’s all this talk of destroying Nintendo? Sure, 
that Mario guy is annoying and that Donkey Monkey 
dude could be some strange genetic mutation, but I’m 
all for more competition in the market place. Because if 
for some unlikely reason Nintendo disappears, you can 
bet those game prices are going to sky rocket Hike 
your short term plan better — a drop in Sony and 
Sega’s game prices upon the release of Nintendo 64. I’m 
sure the executives at those companies are already 
considering it 






letters 


NETWORK 




lonely if 


What is it with these Virtual Boy games? 
Nintendo is making games like Nesters 
Funky Bowling and Galactic Pinball! If 
Nintendo keeps making games like this, 
the main installed base will be the fat 
people at the bowling alley! Wow! 

TWO WHOLE COLORS! 

In issue 80 of same 
PLAYERS, I saw 
the steering wheel 
for the Sony 
PlayStation. I was 
wondering if you 
know when it’s 
going to come out 
and what the cost 
should be. I am a Mortal 
Kombat freak and love everything that they’ve done to Mortal 
Kombat. I was wondering if you know the release date of 
Ultimate Mortal Kombat 3 for the PlayStation. I heard that 


UMK3 is not coming out for the Genesis or Super NES 
because of the intense graphics on the game. Is this true? 
And lastly, do you have any information on Mortal Kombat 4. 
Is is going to be like Battle Arena Toshinden with the 3-D 
perspective or be like the first Mortal Kombat! 

Levi Friend 
Medford, OR 

MIKE: Everyone here agrees that the first wave of 
Virtual Boy games are virtually silly. Not one title is 
exciting enough to sell a $100 machine, much less 
one that costs $160. As for your obsession with 
Mortal Kombat, it’s really not healthy. UMK 3 is com- 
ing out on the Saturn Erst, butbyX-mas a new 
PlayStation version should surface. The early 
rumors on MK4 have it being a 30 game (like 
Toshinden), but still maintaining the digitized 
fighters. Look to Midway’s War Gods (arcade 
game) to get an idea of what it’s going 
to look like. 


SO VERY KERRI 


UH... RIGHT 


rk 


& 


MGW MANY 

n*RE 


I have a few questions 
to ask: 

t. Is Sega going to 
make any Sonic 
games for the 
Saturn? 

2. How many peo 
pie asked you that 
before? 

3. Could they have 
done the back- 
grounds of VF2 (espe- 
cially Shun's awesome bridge 
stage) the same way they were in the arcade or were 
they just trying to get it out by Christmas? 

4. Should I just sell my 32X while I can? 

5. If Sega and Matsushita make a 64-bit machine, what 
will they do about all the Saturn owners (like me)? 

6 . Do you guys prefer boxers or briefs on your heads? 

7. How can I get these damned voices out of my head? 

Richard Mitchell 
Tkilsa,OK 

BILL OK, here we go: 1. We’ve heard rumors, but 
we can’t say anything about that at this time. 

2. You’re about the ten thousandth person to ask 
that question. 3. There was a bit of a holiday 
rush, but the designers are working on the prob- 
lem. Look for great things soon! 4. Uh... don’t you 
mean IF you can sell it? 5. They’ll probably try to 
sell ’em the 64-bit system, of course! Enough of 
these silly game questions! Let’s get on with the 
important issues! While boxers do provide better 
overall coverage, briefs are 
preferred, due to their 
aerodynamic config- 
uration. About 
those voices — 
wouldn’t you be 


I was out on a dangerous recon mission, searching for 
info on the top secret ‘chinchilla drive’ peripheral for 
Virtual Boy, when I intercepted an encrypted transmis- 
sion from the reclusive ‘icy Black Hand of Death’ cult. 
It was a live interview with uber-babe herself, Kerri 
Hoskins! The drool slowly gathered in pools under my 
chin as she answered soft-ball questions lobbed by 
Liz Talbot, a local news anchor (believed to be a con- 
spirator in the now infamous ‘noodle incident’). 
Outfitted in full Sonya regalia the pulchritudinous Mrs. 
(yes, she’s married) Hoskins revealed: 

1. She’s never been in a fight. 

2. She was once stalked by a guy in Minnesota. 

3. She thinks Mortal Kombat is about self-discipline, 
not splattering internal organs onto the sidewalk. 

4. She sucks at Mortal Kombat. 

I hold this information up to you, mighty Evil Masters 


of Polygons. I hope it appeases your ever- 
growing hunger for gaming news. 

The Marlin 
Holt, Ml 


MIKE: She’s married!!! Damn! 

And she can’t prove I was 
even in Minnesota at the time. 
Besides that, I wasn’t stalking, 

I was sauntering. Get me her 
husband’s name, and I shall 
make everything OK. if you can’t 
get enough of Kerri, you should 
check out War Gods (It took a 
small army of very happy men to 
squeeze her voluptuous body into 
her tight and revealing new outfit). 


BILL: It’s really sad when victims of pipe mold abuse get 
their hands on a crayon and some paper. Anyway, in order to 
sell more juice, the wine council had decided that any wine can 
go with any food, so lay off insulting the pets, OK? 


As I sat to write a letter to EAME PLAYERS, my mind 
began to reel, my hands to shake, and my heart to pound. 
Pain shot through my head like a dull knife in a lobotomy. 

My dog and cat stopped fighting and had a nice glass or 
red wine with their baked whitefish. Who ever heard of « 
red wine with fish? That’s awful! Everyone knows it U 
should be white wine! And what about that 1 1th toe I ft 
have, and why won t that mouse in the corner sing a 
nice Bing Crosby tune for me’ Or maybe a Mel Torme | 
number. Where’s my gun? That darn moth is really get- ft 
ting on my nerves. Oh, pretty colors. Hunan chicken and 1 
fried rice with my fortune cookie, please. Thank you. 

Chett Muzzalupa 
Whitehall, OH 


NETWORK 


letters 





realistic. 


OF THE- 

GUTS? 

I am a 16-year-old pro-action male-gamer. I love 
your magazine. I have a problem with all those 
female gamers making these silly false accusa- 
tions that games are sexist. I disagree. First of all, 
there are a lot of games that have vicious females. 
Take MK I, li, and 3 for example. Sonya, Jade, 

Kitana, Mileena, Sindle & Shiva are some of the 
deadliest fighters I have played in any game. And 
lets not forget the notorious Chun Li & Cammy in 
Street Fighter //, I can out play any male fighter 
with Cammy any time, any place! You female 
gamers have to face the fact that the majority of 
gamers are males, so most games are going to 
have sexy females in swim suits standing in the 
background to appeal to male gamers. If you ask 
me the females are always the deadliest charac- 
ters, just look at Orchid in Killer Instinct! 

Mason Gabriel 
Detroit, Ml 

PATRICK: I’m not complaining, but come on. 

The videogame industry is nearly as sexist 
as Hollywood. The fact that there are some 
great female characters in games like MK is 
outweighed by the fact that they are always 
dressed in next to nothing. Let’s face it, the 
guys that create these characters are (typi- 
cally speaking) the geeks that never had a 
girlfriend in school and so they’re trying to 
create perfect 
women in 
their 


I love them 
for it, but 


virtua stu;*k! 

My game is called Virtua Writer. The object of the 
game is to sit around all day and write game ideas 
to send in to an awesome magazine. If you get one 
published, you get a mystery prize. If you don’t get 
one published, you sit at home, writing until you run 
out of original ideas and start sending stupid ones in. 
Well, I’ve got to go now. I need to run out and buy 
some more stamps. 

Roger Kubilis 
Reydon, OK 

BILL: We’ve about had it with your dumb ideas, 
Roger. I mean , Sheep Herder could have been a 
great game, and Running With A Really Sharp 
Knife only had that one major flaw, and let’s 
not forget about Basket Weaving Fools! That 
one could have taken you all the way to the 
top, but this time you’ve gone too far! 

*o it vour way 

My game’s name is Originality. You can do wnat you 
want, instead of going to a planned destination. It is 
sorta like a Choose-Your-Own Adventure. If you want 
to take over the world — do it! If you want to rob a 
mini-mall — be my guest! JUST DON’T TAKE OVER 
MY PART OF TOWN!!! Oh yeah, cold-blooded murder 
is OK, too. Please pick my game, or I’ll do something 
really drastic. 

Shawn Hanby 
Franklinville, NJ 

BILL: Calm down, Shawn! Put that lawn chair 
and Cheese Whiz down real slow! You don’t 
want to make a big mistake now, do you? 
Look, we picked your game, OK? See, here it 


Yo, Mitch! We thought it would be cool to 
have a section in the mag where readers could 
game ideas and then we could maybe 
send them a prize or something and then we 
could... ah, forget it You know, Mitch, if you 
check, I’ll bet that you’ve also forgotten some 
other important stuff, like how old you are, or 
maybe even how to breathe! 


30*15 93*153 ars 

too much fur.! 

My game is called Carpet Burn. The object of the 
game is to get a good running start and slide on 
your hands, knees, or face as fast as you can! The 
player with the most burns wins! Extra points go to 
those who rip flesh and leave blood stains! 
Remember kids, (ouch!) don’t try this (ouch!) at 
home!!! (OUCH!) 

Mike ‘Prime Minister’ Herron 
Toccoa, GA 

BILL: Wow, Mike, this game is fun! I remem- 
ber playing the two-player version of this a 
while ago. The only drawback was that you 
could totally damage some really sensitive 
parts of your body! On top of that, it’s kind of 
hard to explain just what you’re doing in the 
living room with the Wesson oil, leather 
masks, and handcuffs!!! 


Hey! You, Too, Can Win A Mystery Prize! 

Just send in your Game Ideas to the address printed on 
the last Network page. Make sure that you include what 
type of video game system you own. This month’s Mystery 
Prize goes to Mike Herron, of Toccoa, GA, but we can’t get 
these dam handcuffs off... Write in today!!! 


GUT A SATURN? 


1. When is Toshinden coming to Saturn? 

2. Is it tare that Destruction Derby is coming to Saturn? 

3. When will Virtua Fighter 3 come out for Saturn? 

4. When will that Gran Chaser game be out for Saturn? 

Michael Richerson 

Lebanon, KY 


MIKE: 1) While Sega admits that it really didn’t have 
the time to do it completely accurately, It did announce that 
Toshinden would be coming to the Saturn sometime in the 
Spring of ’96. 2) Yes, Destruction Derby is coming to the 

Saturn, along with other Psygnosis titles like Wipeossi and Disciwld. 3) EzpectWS on the Saturn at 
least 6 months after it hits the arcade, which it hasn’t done yet 4) Gran Chaser is called Cyber Speedway 
in the U.S. and has been out for quite some time. Any other questions should be directed to your mother, 
after all she knows best 


10 GAME PLAYERS May 


THE REASON WHY 

Why is everyone leaving? All my favorite people on the 
GP staff are leaving. Here is a list of my favorite people 
that were ever GP staff: Bill, Chris, Jeff, Mike and Vince. 
Jeff and Vince are gone! I’m sad! Waal Waa! 

John Perello 
Marlboro, NY 

CHRIS: Just wait until I put my ‘Monkey Writer’ 
plan into action! Say your goodbyes now John, 
the rest of the staff isn’t long for this life. I’ve 
already trained one monkey to type upwards of 
45 wpm! 


is. We picked it even though it was 
really stupid and... Arrrgh! NO! Bam, I hate it 
when readers take themselves out that way! 
Who’s got the cheese mop? 

raaSy short 
amotion span 

I thought it would be cool if they made a game 
with a guy who had a spear coming out of his hand! 
Also, a guy who is made out of lightning and... oh, 
mind. 

Mitch Keeler 
Vernon, TX 


letters" 


NETWORK 



WHAT'S THE 

PLANT 


With the 16-bit market dying out and 32-bit systems 
such as the Saturn and PlayStation,! have to ask what is 
Sega's plans on the Genesis. I have heard many rumors 
that I hope you guys can confirm about a new Sonic 
game, Ultimate MK3 and a Vectorman sequel. I already 
have a Saturn and I must confess, it’s more than I 
expected. Thanks for listening and keep up this 
kick-ass mag. 

John Riley 
Waco,TX 


PATRICK: Well, the truth is, the future of the 
Genesis is pretty dismal. There are a few games 
coming in the near future, including a sequel to 
Vectorman, but all the other good stuff, including 
Ultimate MK3 and a new Sonic game are being 
done for the Saturn. Personally, I prefer it this 


YES. WE'RE SERIOUS 


I have a couple of questions that I hope you can answer for me: 

1. Do you know if any polygon shooters like Virtua Cop will come to the PlayStation? 

2. When will Twisted Metal 2 come out on the PlayStation? 

3. When will Toshinden 2 come out on the PlayStation? 

4. Does Bill eat Toe Jam 24/7? 

5. A few issues ago you said Virtua Cop will be coming to the 32X. Is that true? 
That’s it also I would like to say you guys kick serious ass 

and are the best gaming mag in this world. 

Ciint Cornwell 
Castaic, CA 


PATRICK: 1. None are planned. There is a light 
gm game called Project Homed Gwi, but 
there are no polygon enemies. 2. We expect it 
around early fall, 3, Spring of ’SS. 

BILL: In reference Is question 4, no. However, p\ 
mold is almost always in season and, with its 



IT CAME FROM THE GENE POND 


The reason I write to you is two part. First, Great mag. 
Simply superior. Second, I read with great dismay and a 
little joy that Jeff Lundrigan will be going to Next 
Generation, also a great mag. Meaning someone might 
be moving up the corporate ladder. Creating an entry- 
level position, a coffee-getting, show-wiping, butt-kiss- 
ing, ’yes sir, I am scum' position. I am that scum. My 
vocabulary is quite extensive, OK, I only know six 
words. Coffee, beer, videogames. I know that is only 
four words, but I say beer a lot. My time at game 
pla YERS would be spent uttering my credo: ‘I'm not 
worthy. I’m not worthy.’ To grovel at your feet would be 


penance enough. I would be happy to write the numbers on the 
pages. Me count good. If I have gloves I can go all the way to 20 
with my shoes on. I think I could be a mediocre angle to your staff. 
A dumb man’s view on the games. I have high scores only a five- 
year-old could beat. Please toss a poor dog a bone, a simple bread 
crumb. I long to serve. 

Dennis M. Hook 
Cocolalla, ID 


massage , and will run down to McDonald’s in 
a pouring typhoon for a sausage biscuit, you 
can have the honored position of ^- n , 

Chris’s gofer. You gotta like Jm 

wearing diapers and purple J : m 

capes, though... 


Well, now that you mention it, we do need 
someone around here to take care of Chris’s idiotic 
demands, so here’s the deal: if you give a good foot 
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NETWORK 


Hi, I’m a 37 
year old unemployed 
aerospace worker with too 
much time on my hands. I graduated 
to a Saturn Game System — it’s great. I am a 
new subscriber to your magazine, although I have read 
it for six months. In Issue No. 81 , your February issue, a reader 
writes in, Angel M. Ortiz, and was asking you if you could play a 
Japanese Playstation game on the American PlayStation without a converter. 
The advice you gave him was questionable. Granted, I do not own a PlayStation, 
so I do not know for sure you can, but according to the enclosed article, you can 


play Japanese games on the American 
PlayStation with the use of a large 
paperclip. I am not trying 
to tell you your 
job, but if this will 
help any 
PlayStation 
owners, then if 
was worth me 
writing you this 
letter. I enjoy 
your magazine. 

Jon Wassent 
Burbank, CA 
BILL: What can me 
say, Jon? Granted, 
we’re not a Senate 
subcommittee investi- 
gating cost over-runs in 
the, uh... SPACE PROGRAM, 
but we’ve heard some 
rumors about this one. After 
all, if you guys can put a man 
on the moon in less than a 
decade (and then completely let 
the whole program go to hell in a 
handbasket), we feel there’s a good 
chance that there may be a way to 
play those games on the PlayStation. 
And we'll do it without any of those 
$600 hammers!!! 


THERE'S THAT 

Say guys, what happened to Konami? Those guys haven’t done anything great in a 
long time. When I viewed Castlevania IV on the Super NES, I was amazed. The graph- 
ics, sound and music were all on par. Especially the music. I wanted a Super NES 
badly. But when I choose a system, I stick with it. And at that time, Genesis was my 
choice. Anyway, I would like to see Castlevania IV done on the Usurper. Gotta love 
that music! 

Kevin Glass 
Saginaw, Ml 


lf*R» AGAIN... 

CHRIS: There’s that dam word again — ‘Usurper’! Where are you guys get- 
ting it from?! Anyway, you’ll be glad to hear that Konami is indeed hard at 
work on a brand-spankin’-new Castlevania adventure for PlayStation. I 
can’t wait to see what the Belmonts can do with all the extra power! 

BILL: Calm down, Chris. I’m pretty sure that what they’re really saying is 
‘You surfer’. I guess that all our readers think, with your goatee and all, that 
you’re like some kinda big Kanoanoa surfer dude. Yeah, that’s it., you 
surfer... cool, man... Of course, they could also be saying ‘Blue Slurpee’. 



When it comes to Reader Art, Bill Donohue is 
one eye away from blind! 


O No one saw the 
dragon hiding at the 
end of the tunnel! 


He'd somehow 
gotten his hand stuck 
in the Vegematic! © 


Alright! Where's the 
wiseguy with the 
Silly String? © ' 


Benny Luo, 
Ridgewood, NY 


O Why did this strange, 
glowing frrsbee drive 
men to murder? 
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letters 


NETWORK 



JVST PLAIN FOLKS 


I would like to compliment GAME PLAYERS for 
the great magazine. I am complimenting you on this 
because you don’t have ‘dogs reading your magazine’ 
or ‘people baking bread in the shape of Game Boys' 
like those other mags. 

Graham Davis 
Milford, Ml 


ir m mm 

I just want you to know that I am not purposely kissing 
butt, but I want you to know this. You guys do a great 
job! It really frosts my glass to see people write in 
bickering about reviews. You do a great job and I agree 
with all your reviews. After all, you’re the experts, not 
them. So, why DO you print letters trashing your 
reviews? Is it just so you can write funny responses? I 
love your responses, they are so funny. Well, gotta go. 
My nose is so far up now I can’t breath. Keep up the 
good work! 

Derek Belden 
Chaska, MN 

BILL: Every once in a while, we print a deroga- 
tive letter just to rile you all up, so you'll grab 
those torches anil farm implements and storm 
the castle, in search of the monster, who 
threatens the lives of our children, and live- 
stock, and... uh... I think maybe it’s medicine 


Y§U 


BILL That’s absolutely right! None of that weird 
stuff tor us! Our readers are just a normal bunch 
of plain, decent, wearing-underwear-on-their- 
heads, hamster taco-eating, fire storm-spotting, 
cheese-worshipping folks who believe in a 900- 
foot tall, three-eyed monkey. With fans like this, 
who needs any strange stuff? 

m THE BIRDS 

Hey, GAME PLAYERS, what's up? Yeah, I live out 
here in a water tower, don't know how I got here. Well, 
the only reason I'm alive is to get your mag. I think it's 
really cool. It's too bad I have to eat them after I read 
them. I'd sell my soul for a game players mag- 
azine right now — wow! just kidding, Mr. Devil! 

Anyway, it's pretty cool in here... no top on the tower... 
can catch some rays. Oh great, freakin’ pigeons are 
back — sometimes I wish this thing had a roof. I'm not 
sure if this water tower has an address. How do the 
magazines get here? 

Andy Barker 
Lansing, Ml 

BILL: Here at GAME PLAYERS, we employ a huge 
network of carrier pigeons, who are trained to deliver 
our mag to water towers, highway culverts, and 
shopping carts everywhere. We wish you guys would 
stop barbecuing our birds! 

REAiiJ CHEAP 

In the December issue, Bill said, ‘Everybody gives their favorite 
game a 100% rating.’ Mortal 
- - ’7 », 7 Kombat 3 for Super NES is my 

favorite game and I give it 
80%. The computer is 
plain cheap. 

Robert Gantox 
Greenfield, NY 

BILL: Ybu know, 
you’re absolutely 
right! The last time me 
and Super NES were out 
on the town, I had to buy 
all tire drinks and cough up 
all the cab fare! In fact, he stole 
the tip I left for the waiter! 


Who cares what the charier looks like? i don’t care if the 
butt or make a person do a double look. What matters is if the game is fun. 
makers maker charters naked ihauy went to fat. 


Saddle 
Way Out There 


Dam straight, Saddle! Naked charters are offensive to us aM, Why, I do a double 
look every time I see a hog butt-puckerin ’ naked charter! Now, let me help you into 
this nice, canvas overcoat No, the sleeves ARE supposed to be this long... see, they 
tie in tire back! 



ctfo&S' 

I'm 23 and own a NES, 

I’m an 1 1 year old. and love 

SNES and Gameboy. 1 also 

Robin comics. DC and 

love animation and cartoon- 

1 Marvel cards. 1 have a Sega. 

ing. I'd like to hear from 

Izzy Knoble 

someone about my age. 

11508 NE 94th St. 

Josee L3plante 

Vancouver. WA 98662 

1 32 Cartetan St. 
Cornwall, Canada K6H 

: 1 am a 1 13 year old with a 

4X2 

Gameboy. Nintendo and 

I'm 1 5 and would like to get 

• Supef Nintendo. 1 plan to 
1 buy an Ultra 64. My other 

m touch with someone 

! hobbies arecomics 

who's a rea! RPG fan. 

1 and basketball. 

A.J. McCann 

Dino Tsirkas 

P.O. Box 218 

83-07 54th Ave. 

Keazer Falls, ME 04047 

Elmhurst NY 11373 

I'm il l own a Genesis. 

1 13 year old male seeking 

SNES. NES. Gameboy and a 

male or female around my 

Sega CO. 

; own age. Will respond 1o 

Joe Brant 

players of all systems. 

18970 NW 5th Ave. 

Robert Hoovef 

Miami, FL 33169 

RR 1 Box A336 

I’m a ’ 3 year old boy. I'm 
looking for a penpal, prefer- 

East Freedom, PA 16637 

I'm 13 and have a Genesis 

ably a girt around my age. 

1 would 6ke a grri penpal. 

Vegas Jackson 

; but 1 will accept atl letters 

1209 59th 

Chris Bebek 

Pekin, IL 61554 

1131 N. Roddy Dr. 

Fm looking for a 8- 1 3 year 
old boy that has a SNES or J 

La Hubra. CA 90631 

Fm a 13 yea old boy who 

Sega Genesis 

wants any kind ol tips 1 

Nick Campbell 

want to write to girls or 

4520 W. Ridge Rd. si 05 

boys 13-16. 

Gary, IN 46408 

Kyle Reu 

I'm a 26 year old gamer. 

Rt. 4. Box 392 
Astoria, OR 97103 

and i would like to be pen- 
pals with someone 20 or 

fm a 1 2 year old male and 

older, i own a 3D0 Saturn 

wan! a female penpal to 

Jaguar. Would like to swap 

exchange Genesis game 

codes, secrets, tactics. 

bps with. 

Robert C. Montgomery 

Mike Bogacz 

1017 Prairie Av.e 

5501 Jenkins Rd. 

Mattoon, IL 61938 

Rome. NY 13440 

Fm a 20 year-old male 

I m a 21 year old male 1 

interested in corresponding 

like RPGs. If you would like 

with a female 1 8 and older 

to talk, drop me a line 

1 love Mortal Kombat H and 

Daniel Watson 

af Some games 

152 Balaclava St 

Tommy Jung 

Campbeltford. 

4413 Via Majorca 

Ont K0L 1L0 Canada 

Cypress. CA 90630 

U 


(Jet off your @$$! 

Write to Game Players at the following addresses: 
For game ideas, write to: 

Game ideas; 

Game Players, 1350 Old Bayshore Highway: 

Suite 21 0: Burlingame, CA 9401 0 

To get into the Connections section, write to: 

Connections: 

Game Players: 1350 Did Bayshore Highway; 

Suite 210: Burlingame. CA 94010 

For general Network letters, write to: 

Readers' Network: 

Game Players: 1 350 Old Bayshore Highway: 

Suite 210; Burlingame. CA 94010 

Or check out our web site at: 

http://vAfinv.gameplayers.com 
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Since we couldn't get an anchorman for this intro, we've decided to cut straight to 
the chase and say 'And now, the news!' We'll be saying that in just a minute — just 
as soon as we get off our official anchorman union coffee break! 


Who's afraid of the big bad gods? 


ntien news first started leaking out Ey? ’ ’ 

(J about a possible 3D fighting game y— . . 

Y from the makers of Mortal Kombat, 
no one quite knew what to make of it, 

but everyone was interested. Now, just a few short months later, we’re starting to 
i see what happens when you cross gore-artists Williams, with a totally 3D fight- 
ft ing engine. The first thing you’ll notice is that the game is truly 3D. While many 


of today’s ‘3D’ games are much closer to 2D fighting games, but with polygonal characters, 
War Gods allows you to move anywhere in the ring at any time. Of course, the jury is still out on 
how effective this freedom is going to be when it comes to actual gameplay, but it’s nice to see 
someone finally trying it out so wholeheartedly. Another innovation is the use of digitized tex- 
ture-maps to give the characters an ultra-realistic look. Essentially the effect is the same as in 
a Mortal Kombat game, but in true 3D. This is most appreciated when considering the inclusion 
of Kerrie Hoskins (Sonya of MK) and her glued-on outfit. 

At press time, War Gods is still knee-deep in development, so it’s impossible to say how the 
finished product will stack-up against other 3D fighters, but with all its gory moves, wild 
characters and legions of built-in fans, we’re all 
expecting big things. Expect extensive follow- 
up coverage in the next few months. 


Finish him, 
or something. 


More Kerri Hoskins equals more 
profits for Williams! She plays 
two characters! X* 


The roving camera angles really put you smack in 
the middle of the action! 


Dig that funky long- 
i haired Kabuki dude! 
Ml Who would wor- 
Pp^ ship that freak? 
r &s>A Bring back 
**^4 Kerri! Ker-ri! 
M Ker-ri! Ker-ri! 


This fat guy's 
missile attack 
really takes 
advantage of Ihe 
3D environment! 
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Squshe Obeffc t.A. MS 

Square LA! Poised To Redefine Next-Gen Games 


-« mth an investment of $1 0 million, Square, CO. Ltd. 

1 i| has announced the opening of a Los Angeles- 
rY based research and development center that has 
been assigned the task of creating the best tools and 
techniques for the future of videogame technology 
graphics. The state-of-the-art facility, which 
also serves as Square’s US headquarters, will 
meld Square’s proven expertise in role-playing 
games with the graphics and visual effects 
typically found in major motion pictures. 

Even more encouraging is the 
personnel chosen to head Square L.A. Lead by 
Final Fantasy series creator Hironobu Sakaguchi 
as President, Square L.A. has gathered some of 
the best and brightest of the professionals from 
the entertainment and videogame industries to lead its 
effort. Vice President of Technology, Paul Ashdown boasts 
credentials from such films as ‘Jurassic Park’ and ‘Forever’. 

Vice President of Game Production Steve Gray’s resume features work on films like ‘interview with a Vampire', ‘Strange Days’ 
and ‘Apollo 13’. Vice President and Creative Director Ron Sabitino’s work has been seen in ‘Batman Forever’, ‘Waterworld’ and 
‘Judge Dredd’. Serving as Art Director of Game Production will be Darnell Williams who previously served as director of 
motion capture — — 


for Digital 
Domain 
where he 
worked 
on such 
game titles as 

Mechwarrior and Viper. 

Working in conjunction with game 
designers and producers in Japan, this all-star 
team’s first work will be featured in the much 
anticipated Final Fantasy VII RPG game, which 
is scheduled for a December 1 996 release in 
Japan. The PlayStation-based game, which 
will be called Final Fantasy IV in the US, will 
be released stateside in 1997. 


Sega prepares to imroauce 
peripheral to the US market 

P lanned for Fall release in the US, Sega has confirmed that it 
Will be offering two separate Internet packages for use with 
the Saturn. The first will be a start-from-scratch bundle, 
including a Saturn console, modem, software and an optional 
keyboard. The stand-alone bundle has been promised at less 
than $500. The second package, which has been promised at 
$1 50-$200, will be a peripheral offer for existing Saturn owners. 

Sega has promised, at some point in the future, 
Internet support for the Saturn console by way of networked 
games and downloadable demos. In the meantime, rumors are 
flying about negotiations with Internet gurus Netscape for some 
sort of browser. 




Despite other business ventures. Atari still 
claims interest in Jaguar 

R ecently, a statement was made from Atari’s new Sunnyvale Headquarters about the future sup- 
port of the Jaguar. In the past month, Atari has completed a successful merger with peripheral 
hard drive manufacturers, JTS Technologies. The company that practically invented home video 
games, therefore, is now more likely to be responsible for PC periph- 
erals than videogames. According to spokesman Don Thomas, 
however, Atari is still pursuing game development possibilities 
for the Jaguar. 

Its doubtful, due to the fact that 
no titles are said to be in development 
at the moment, that Jaguar owners 
will have anything new in the 
near future, but there is hope 
for diehard fans. 

Practically speaking, 
with Atari’s ques- 
tionable place in 
the games indus- 
try right now, it’s 
unlikely that they 
would be able to 
survive much of a hia- 
tus in software 
development. Expect 
updates in GAME 
PLAYERS as the 
story develops. 

Has the Atari Jaguar 
finally reached the 
end of the road? 

Not according to 
Atari, 
it hasn't. 
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M2^1€©nairrti^ Sega Sefts Cbecfp 


Konami announces that they will be using 
Masush'rta's M2 technology for arcade games 

T hough the negotiations have been less than secretive over the past 
few months, Konami recently announced officially that it would be 
using Matsushita’s M2 technology to develop arcade boards and 
software. The technology, which was purchased from 3D0 earlier this year, is 
also being planned for a home console release by Matsushita. The 64-bit home 
console is said to rival and even surpass the specs of the Nintendo 64. Konami feels as 
though it will be able to make good use of the technology in the arcades, as well as in the home market. 

Though Konami has not released any titles yet, the first arcade games are expected by the end of 
the year. Konami, however, is not the only company planning to use the technology for arcade machines. 
Capcom, makers of the Street Fighter series, are also making plans for the M2 technology. We will bring you 
more on M2 development for the arcades as the information is made available. 



Virtual i-0 Unveils $3^9 Virtual TV Headset 

« iow TV watchers, videogamers and movie fans alike can experience a private home theater experience via 
iy|an eight-ounce headset called VTV. For only $399 retail, the glasses provide the viewer with a sharp full- 
icolor image which appears larger than most home theater system televisions (comparable to a 62-inch TV 
screen placed 1 1 feet away) and with the full-stereo sound provided via built-in earphones, the media experi- 
ence is a totally immersive one. 

VTV i-glasses connect to any video source including TVs, VCRs 
and all major gaming platforms from Sony, Sega, and Nintendo. 

Imagine playing W/pfoufwhen all you can see is the track 
and all you can hear is the pumping soundtrack! 

Simply awesome!. ’ 

Other advantages pf the VTV i-glasses 
include the peace and quiet afforded family members or 
roommates who may not share your enthusiasm for 
videogaming. And since the product is worn like eye- 
glasses, users can watch or play in any comfortable 
position they choose including on their backs, their sides, 
or sitting up. JJpjf 

In a related note, Virtual i-0 is also releasing a vir- ] 
tual reality headset priced at$799 for IBM compatible PCs called 
the VPC. The VPC i-glasses feature head tracking technology that 
allows the user to maneuver through virtual environments. 

Virtual i-O's new VTV i-glasses allow the gamer to become completely i mrili i ^ lri the tapts and sound 
of their favorite videogames. Order a pizza and coke and you may never see the light of day again! 




Fear not, US gamers! So far, the US date hasn't changed this month 


lintendo has recently announced yet another 
JVIdelay for the release of the Nintendo 64. This 
Vtime the delay will not affect the US release date 
of September 30, however. The Japanese release 
date of April 21 had been delayed until June 23. It 
will be possible to 
pre-order v 
the jit? 



famed hardware in Japan on April 21 , and Nintendo 
expects to have some demo models in stores by the 
beginning of June. However, it will not be possible to 
purchase one until the 23rd. 

While no official announcement has been 
made as to why another delay is necessary, it has 
been suggested that Nintendo is simply not able to 
produce enough units for the original release date. 
There have also been rumors of last minute software 
debugging, including some spit and polish work on 
Mario 64. Nintendo is quick to emphasize that the 
Japanese delay will have no effect on the US 
release date of September 30th. We will, of 
course, continue to follow the progress 
of the launch 

What has a 64-bit that just 
processor, anti-alias- doesn’t want 
ing, mip-mapping to happen, 
and is impossible to 
get, anywhere? 


Sega of Japan announces new stream- 
lined Saturn hardware at cheaper price 

S ega of Japan has recently announced that it will be 
releasing a streamlined, and consequently cheaper, 
Saturn console in Japan on March 22. The price drop in 
Japan is the equivalent to about $1 00 off the US model. The 
new price has been attributed to advanced manufacturing 
techniques and a streamlined hardware design. The new 
Saturn will have the same ultimate specs as the original, but 
will cost considerably less to make. 

While there has been no official announcement 
by Sega of America for US release of the new Saturn, there 
was an official announcement in Japan that it would be com- 
ing to the US in the near future. If Sega was able to drop the 
price of the US model the same amount as the Japanese 
Saturn, it would make it the cheapest next generation console 
on the market, beating even the Nintendo 64 when it is 
released later this year. 



Sega drops Indy 500 from Saturn 
development schedule in lieu of 
possible Daytona Remix. 

a fter this past Christmas, no one is doubting Sega’s ability 
A to port its awesome Model 2 arcade games to the 
/tSatum. The news, therefore, that Sega has dropped indy 
500 from its list of upcoming ports to the Saturn is particularly 
sad to anyone familiar with this great arcade racer. According 
to sources at Sega, the door has been left open for Indy 500 
to return to the development schedule, but it simply doesn’t fit 
time-wise right now. What’s not so sad, however, is the grow- 
ing rumor of some sort of Daytona Remix that’s in the works 
to make up for the less-than-stellar version offered at Saturn’s 
U.S. launch. While Sega will not comment officially about the 
project, it has been proposed that Daytona Remix would not 
only include improved versions (graphics and frame rate) Of 
earlier tracks, but new tracks as well. 

Also in Sega’s future plans are a 3D Sonic game 
for Saturn, an awesome-looking action game from Yuji Naka, 
the creator of Sonic, called Nights, and arcade ports of Virtual- 
On, Manx T. T., Virtua Cop 2, and the incomparable Fighting 
Vipers. Looks like Saturn owners are in store for yet another 
exciting Fall and Winter. 



Racing fans world-wide will surely miss the presence of 
Indy 500 on the Saturn. It would have been awesome. 
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MAJOR LEAGUE BASEBALL 

PLAYERS 




IT'S A WHOLE NEW BALLGAME IN THE 











There's a little fat, old, nosey fishwife in all of us. We can prove that. If your pulse 
races at the thought of fresh, hot gossip, you definitely have fishwife potential! 




¥ hat’s in a name? Well, a lot, if your name is Neverhood, the development group 
founded by former Shiny Entertainment staffers Doug TanNapel and Mike Dietz. 
Supposedly the name is a jab at a brotherhood pact they had with David Perry at 
Shiny. Both are rumored to have left Shiny under disagreeable circumstances. • After 
rumors that the Interpiay/Shiny relationship was on shaky ground, Shiny’s own prez, 
David Perry set the record straight for game players, ‘Interplay are great to work 
with and the relationship couldn’t be going smoother.’ On the relationship with 
Earthworm Jim creator Doug TanNapel, ‘I and Doug talk almost every week, we’re still 
good friends.’ And on games in development, ‘Well let’s 
just say we’ve got some very cool stuff planned.’ 

• We dug and little deeper and found out 
from another source that Shiny’s hot new 
PC CD ROM game, MDK (Murder, Death, 

Kilt) might find its way to the PlayStation, 

Saturn and M2 formats. The game is 
about 50% done and is expected to be a 
far cry from Shiny’s standard platform 
formula. • Also in development at Shiny is 
a game called Wild 9’s, which uses what 
one source calls ‘An entirely new 
engine.’ However, these same sources 
say if you had to compare it with 
something it would be very much like 
Alone in the Dark or Resident Evil. The 
game is about 10% complete and is 
expected by the 1st quarter of ’97. 

Both games are expected to cause the 
same buzz that Earthworm Jim helped 
generate. Wild 9's is currently being 
shopped around the cartoon circuit in 
Hollywood and is also rumored to 
already have a toy line in develop- 
ment. We can’t wait... 


B y the time you read this, they may be ail gone but, if you’re 
lucky, you still might be able to grab one at your local Blockbuster 
Video. What are they? Well, they're Virtual Boys! Selected 
Blockbuster Video stores have been selling used rental units for an 
unheard of price of $29.95! Normally the units sell for $150, and 
although there’s just a handful of software 
available for the systems, they are 
expected to become a highly 
sought-after collector’s item. 
Rumors have circulated that 
Nintendo will attempt to re- 
launch the systems in 
April, although due to 
poor third party soft- 
ware support it seems 
unlikely. So run, don’t 
walk, to your local 
Blockbuster and get a 
steal of a deal on a 
Virtual Boy! 


Bite and Bjftjte 

S ega is said to be repackaging the Game Gear as the Kids 
Gear, with the hardware supposedly dropping to a paltry 59 
bucks. • Beginning in April, 3D0 will no longer support M2 
developers. That from a source close to 3DO who claims 
Matshushita has yet to give any indication as to how it will pro- 
ceed with the M2 technology. • Nintendo has a 32-bit portable 
color handheld in development that will supposedly retail for 1 00- 
1 50 bucks. Will it play Super NES games? Nobody knows... • 
Super Mario Kart, one of the greatest two-player games of all 
time, has finally come to the XBAND game network. Players can 
challenge friends over the phone line in both Battle Mode and 
Racing Mode. Now if we can only talk them into Bomber Man! • 
In development from Black Ops, the same team that brought you 
Agile Warrior, comes Agile Warrior 2 and Treasures of the Deep. • 
Bomberman 4 is coming to Super Famicom, indications are that it 
will make its way to the US. • Mega Man X^wiW be coming to the 
PlayStation, Saturn and 3D0 formats. • King of Fighters will make 
its way to the Saturn on a cart and CD set that SNK plans to bring 
to the US in August. See ya back here in thirty! 


||k low, in addition to the rumors that continue to plague Nintendo’s 64-bit monster, comes 
J\J the rumor that the machine will miss this Christmas. The reason? As one source puts it, 
™ ‘Nothing is ready and even the first party stuff isn’t finished. Mario and Kirby are further 
along, but even they have serious problems.’ ■ In addition to the lack of good Nintendo launch 
titles, third parties argue that they’ll have to sell close to 500,000 units per title to even make 
a profit. Nintendo has been very selective and secretive about the third parties and developers 
it chooses to work with, and our source claims ‘Rare and LucasArts are the best teams. Their 
stuff is further along than anybody, and they’ve got some damn 
good-looking games.’ • Watch for Nintendo to make Y 1 

an earth-shatteringannouncement at E 3 , \ 

while Williams will showcase a. ' \ 

Nintendo 64 Casino title. ' 

While Namco and 
Williams are already 
releasing Classic Arcade 
packs for the PlayStation, 
we make a plea to 
Nintendo to bring back 
some of our great arcade 
favorites like Popeye. 

Donkey Kong and Mario 
Brothers. These cool games 
would make a great Nintendo 
64 pack-in bonus! Hint, hint! 
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Recognize this little lady? 
Yep, that's Kerri Hoskins 
(Sonya Blade of MK3 fame) 
under all that leather. 


Virtua Fighter 3 — I melt like butter in its presence. 


19K JtUW SHOW 


Toil might think that a free trip to Orlando to play all 
the latest arcade games may sound like heaven, but 
actually... well, it was a lot like heaven. There were 
games to left of me and girls to the right, there I was stuck in the middle of pure 
unadulterated (ok, maybe it was adulterated) joy. The two games that drew the most 
praise were Virtua Fighter 3 and War Gods (Williams new 3D bloodfest). Konami’s 
Wave Racer and Midnight Run, Capcom’s Street Fighter Alpha 2, Tecmo’s Dead Or 
Alive, Namco’s Tokyo Wars, Sega’s Gunblade N.Y. and Sonic Fighter, as well as a host 
of crazy redemption games made the show a complete sucess. There simply wasn’t 
enough time to get to all of these games, but you can bet I tried. The biggest gossip at 
the show was Sony getting into the arcade business. Sony sent its VP Bernie Stohler 
and a host of Japanese developers to the show, and in talking with Stohler he said the 
arcades are definitely in Sony’s future. Check out next issue for the full story. 


8 . New definition for Wet Naps 
(don’t ask) 

7 . Tokyo Wars (Namco) 

6.7/me Crisis (still great, Namco) 
5. War Gods (Williams) 

4 . Street Fighter Alpha 2 (Capcom) 
3. Virtua Fighter 3 (Sega) 

2. The Acclaim girls, mmmm... 

1. Drinking at Disney! 


HAVE SPOKEN! 


* NOTE: Mike doesn t actually say 'Hey, Yo' 


After Virtua M1BP1I 
Fighter 3, the 

second-biggest :*'* ***'{•(>« 
attraction at the ‘V ' ’ * 

ACME show was ' 

easily William's 
much-anticipated 
War Gods. 


The action in War Gods is 
perhaps more 30 than in 
any other fighting game 
to date. Time will tell if 
the extra freedom of 
movement helps or hurts 
i gameplay. 


mem 



r GWG, 
WANNA LEARN 
A COOL NBW 
< &4A/C&? j 


G00P.' 

you've 

G0T IT! 


rJUST' 
WATCH 
„ /H£f 


YV&XT, Move yOURSELF THIS WAY AND 
REAU_y ££/*AY INTO IT! C’MON AND FOL- 
LOW /H£, GUYS! IT'S £#SY, YOU CAN C?0 IT! 


WI/V1PER! 


J0&, 

GANG! JUST 
KEEP ON 
k DANCING... > 


r ...RIGHTS 
INTO 

rxa 1 

BOX’. f A 


I^KEEP^ 
bN DANCIN', 

sc/cxe&sr 


YOC/A? CPtYYAf GA? CA1AJTC&/V' 
FILL IN THE BLANKS AND SEND IN 
yOUR TOON! THE COOLEST ONE 
GETS A /MYSTGSZY /*&/Z£fff 



The longest wait is the one for death. 

The biggest Mortal yet is coming to Sega Saturn 


Uli mate Mortal Kombat-3 '995 'Midway Manufacturing Company. Alt rights reserved Mortal Kombat. the Dragon logo. MK3 and the character. names are trademarks of Midway Manufacturing Company. Distributed under license' 
by-VVsUiams'.? Entertainment Inc Williams'^ a trademark of Williams. Electronic Games, Ire. Licensed by Sega Enterprises. Ltd. For pay on the Sega Saturn™ System: Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. 


MIDWAY 


T fOWi 




Arcade 

Namco 


Street Fighter Alpha 
Saturn 

Capcom 


NBA Live ’96 
PlayStation 


NBA Jam Extreme 
Arcade 

Acclaim 


Powerplay Hockey 
Saturn 

Virgin 


Night Warriors: Revenge 
Saturn 

Capcom 


Super Bomberman 2 
Super NES 

Hudson Soft 




d in the title of your favorite game to the GAME PLAYERS website! The results 
will be added in with our mailed-in entries and the results shown here. You might even 
get lucky, just like Mark Whitehead, of Canton, OH! His Mystery Prize is on the way! Send in 
your top five favorite games. You could see your name here next month! ! ! 


Reader's Top Tee 

Based on our reader mail! 


Based on what we play when we should be working! 


Donkey Kong Country 2 
Super NES 

Nintendo 


Virtua Fighter 2 
Saturn 

Sega 


BatUe Arena Toshinden 
PlayStation 

Sony CE 


FIFA Soccer 
PlayStation 

EA 


Virtua Cop 
Saturn 

Sega 


WipEout 

PlayStation 

Psygnosis 


Killer Instinct 
Super NES 

Nintendo 


Chrono Trigger 

Super NES 


Super NES 

Nintendo 


Twisted Metal 


Super NES 

Nintendo 


Sony Interactive 


Write ILar Amo W km A Qaie 1 

We need your help! Send us your top five games, along with the game system it’s tern you own! Send your postcard to: Write Yer Own Darn List!, game players, 

for, and the publisher, on a postcard. All that info will be on the game box. Every 1 50 North Hill Drive, Brisbane, CA, 94005. We’ll do all the math and publish your 

month, one person will win a game in a random drawing, so include the game sys- compiled list every month! So get on it and write yer own darn list! 
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A sharp eye and a quick trigger finger will be 
needed to survive these race courses. Race 
at breakneck speed and fight back with a 
powerful array of weapons including guided 
missiles and a firewall to barbeque any 
enemies on your tail. A radar system helps 
you swerve away from sneaky land mines 
and incoming missiles closing in fast. Destroy 
enough cars, and you’ll race in the psychotic 
bonus track, a humongous kill -fes t that 
rewards you for how vicious you are. 


™ &© 1995 Funcom Productions A/S. All Rights Reserved. ©I 995 JVC 
Musical Industries, Inc. Sega and Sega Saturn are a trademarks of SEGA 
ENTERPRISES LTD. The PlayStation logo is a trademark of Sony 
Computer Entertainment, Inc. 


&JN 

mM 


^SEGA SATURN 


JVC 

JVC Musical industries. Inc. 






■n 


to get free anime images, release 
schedules and general information 
about the industry and those involved 
in it. Hell, you might even find a great 
anime club to join through some of 
the sites listed below. At very, very 
least you'll get to download some cool 
anime art for your computer. 


For any- 
one not yet 
familiar with 
the ways of the 
Internet and Web 
surfing, here's a quick 
lesson: You can find anything 
and if s really cool as long 


as you don't mind being part of the 
geekiest movement to hit modem 
society since videogames. Our deci- 
sion to cover some of the best anime 
sites in our Web Stuff column this 
month is one that should, no doubt, 
be a thrill to all you Manga fans out 
there. There is, after all, no better way 




■ey, if you were thinking that it would be 
fun to belong to an anime club, but you 
haven't been able to find enough people in 
your town to help you enjoy your interest in 
Anime, maybe it’s time to check out Project Z 
Anime Club (PZAC). A cyber-club, PZAC offers all 
the anime information you can handle, presented 
by people with the same kind of fanaticism 

about the 

Pro|ect Z su pj ect 

!L aC001 as you. 
Irtt ! e , One fea- 
cyber-dubture 
f° r any- offered 

? ne , here that 

interested 

in the field 
of anime. 

where is tt 

room. Being able to communicate directly with 
other fans really enhances the club-like atmos- 
phere of this site. 


I l-'here do you go to buy anime items on the net? 
LU AnimEigo is a pretty good start. From laser-disc 
F movies to high quality art, this site pretty much has 
it all. The thumbnail option (one of the better thumbnail 
options because of. the relatively low load time and large 

> 4 lUi. 


images) allows you to look at movie posters and the like 
for an enticing little store-front atmosphere. There is also 
quite a bit of general anime news and information offered 
on the AnimEigo site, making it a nice all-around place to 
visit when you’re in a 
buying mood, or if you're 
just browsing. 


Anlmeiga, 




.-aphis is your num- 
I ber one source 
j- for anime infor- 
mation on the Internet. 

If you can’t find it here, 
then you probably don’t 
need to know about it. 

From art to retailers, 

The Anime & Manga 
Resource List is little 

more than a giant list of anime links. Probably the 
best aspect of this particular site is the well-orga- 
nized presentation. If you’re looking for anime clubs, 
you can head straight to club pages, or if you’re just 
trying to find some cool images to decorate your 
computer screen, then you can head right to the 
gallery sub-section and, soon enough, you’ll be 
perusing some of the best gallery sites on the net. 
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V- 

S-; 
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g^TWftWTOW.ffiny i 


sony.c< 


PlayStation 


thteat? 







It's been done with comic 
j| book series, puppets and 

1 cartoon characters, and now 

video games are being turned 
into major motion pictures as 
well. This month's In Related News is 
dedicated to the art of turning a success- 
ful video game into a live-action movie. The ball 
started rolling with Street Fighter the Movie just a few 
short years ago and, though most would agree that 
the movie just wasn't that good, it did quite well at 


the box office. Then came the mega-successful 
Mortal Kombat movie and again the public showed 
their approval with big dollars. Now as we near the 
summer movie rush, we are facing quite an impres- 
sive line-up of game to movie prospects, including a 
sequel to Mortal Kombat. With the sheer number of 
releases due this year, it's certain at very least that 
the movie studios are taking the gaming industry 
very seriously. Now, if we can just get a 


few good movies out of them, we'll 
be in great shape. 


F rom Threshold Entertainment, makers of the original ‘■I 

Mortal Kombat movie, comes the announcement of li 

several new games to movies projects. Topping the *1 

list is the much anticipated sequel to the Mortal Kombat movie. 

While this sequel is too early in development to really talk about just yet, it is, in fact, in devel- 
opment. So, for anyone still brooding over the cliffhanger ending of the first Mortal Kombat 
movie, rest assured their are answers coming. In the mean time be sure to check out the video 
release of Mortal Kombat: The Journey Begins. Featuring state of the art animation, Threshold 
is eager to support the Mortal Kombat license in a quality manner. Look for the sequel to 
Mortal Kombat movie to be released about the same time Mortal Kombat 4 hits the arcades. 


Mortal Kombat II —the 
Movie will certainly 
answer all the questions 
that the original left 
us wondering. , 


A lso from Threshold Entertainment comes news 
of an agreement to make a feature film based 
on Trilobyte’s 7th Guest and its sequel 11th 
Hour. The two titles take place in haunted mansions 
and employ dynamic visual effects combined with 
twisted story elements. Both CD-ROM titles were 
major success stories in the PC market and are 

rumored to be on their way to 
consoles like the Saturn and 
PlayStation. The game’s 
clark ancl spooky themes 
combined with state-of- 
the ‘ art visual effects are 
sure t0 be a powerful 

- lEa startin 9 P° int for movie 
/ makers and their 

. v h 1,1 . . ■ " 1 1 . 1 !!■ 


•he newsxin this one is still in the rumor stage, 
however, it is certain that a live action Akira 
movie is in the works here in the States. There 


has been very little W Hfl Y® MB fskJ 
secured so far. “ kVRL 

H> Rumors of I I ” 

1 involvement from I - 

ft producer Edward R. Pressman (Conan , Judge Dredd, City Hall) are 
" fairly certain and a list of possible directors includes Marko 
Brambilla (Demolition Man). While the Akira series originated as 
Japanese animation from creator Katsuhiro Otomo, the movie being 
proposed now will be live action and will feature Western actors. The 
idea is to broaden the appeal of the Akira phenomena with a western 
audience. There is also the possibility of a corresponding video 
game, but Otomo is extremely protective of his character and the 
i> game would have to be awesome. More details to come. 


• MPT -Jpg;. With its dark 
yiJS? m and moody 

? look, 7th Guest should 

make for one scary-as-hell movie. 
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■r ust few months 

J ago we featured ■ p 

} -the DOOM novels In " 

Related News and, while they may have been some of the 
worst ‘literature’ ever created, it seems as though the 
. movement is far from over. From the pro- 

ducer of Terry Gilliam’s 12 Monkeys, , 
DOOM — the movie, is sure to feature / 
all the dark and gory goodness of the / 
game series. While there aren’t too / -■ 
many details being made known / * 
about this future nightmare, it is certain that MsJ 
the walls won’t get all pixelated when /|j|T 
the actors get too close to them. FT* 


Who knows what to expect 
from this one? Let's hope 
DOOM — the Movie is better 
than the novels. 


jsed on the 

immensely IhSkjI 

popular I — 

adventure series, Zork The Movie will have to 
be pretty good to live up to its reputation. 


f Alive- 

V action Akira 

movie? tt should 
be extremely interesting. 


A dually inspired by the 

A Nike commercial in which Michael Jordan plays basket- 
rxball with the Looney Tunes 
characters, Space Jam is simul- 
taneously being developed 
for the silver screen with 
the assistance of movie mogul, 

Ivan Reitman (Ghostbusters) and for 
the videogame market by Acclaim. / 
may remember, Acclaim was already responsi- 
ble for publishing Looney 
Tunes Basketball, a game 
which resembles the famous 
commercial quite closely. 

Though the game and movie are 
still very early in development, we 
can expect the two release dates to 
be very close. 


As you 


Kt I l J KIN I U 


E ased on Activision’s classic PC adventure series, 
Zork, Threshold Entertainment has committed to 
creating a major motion picture to match the 
efforts of the PC titles. Zork, a weird and intricately 
detailed fantasy world, is sure to translate well to the big 
screen. With a company of Threshold's stature, we can 
be sure the movie will maintain the same level of quality 
as the games. There are also plans to translate Zork into 
a live action television series. It is not yet certain which 
will come first. 


'M 

fK -Jf 


Not many expected 
a sequel to The 
Crow, but it's 
coming. A 


A fter the tragedy of Brandon Lee, 
son of the legendary Bruce Lee, 
dying on the set of the cult hit The 
Crow, many wondered if there would 
be a sequel to the movie. There’s no 
need to wonder anymore. There is 
going to be a sequel called The 
City of Angels and it is due out 
August 9th. The director is 
Tim Pope and stars 
include Vincent Perez, 
Mia Kirshner and 
Iggy Pop. Now, 
of course, 
the original 
movie was 
not based 
on a video 
game, but 
on a 
comic 
book 

* charac- 

ter, 

however, 
there is a 
videogame 
from Acclaim 
based.on the 
movie currently 

itNfc. in the works. 
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Immortality? 

Sure, there's new backgrounds, hidden 
characters, and the return of some MK 
all time favorite characters, but can 
UMK3 thrive in a i 
world filled with 
3D polygon fight- 
ers? If you ask 
Mfans, it’s a 
resounding "Yes!' 


Williams Entertainment for Saturn 

A s one of the most highly anticipated releases of 1 996, 
Ultimate Mortal Kombat 3 brings all the goodness of the 
arcade favorite to the home. It comes as somewhat of a 
surprise (and a coup for Sega) that the game is being ported 
exclusively to the Saturn, since the first Mortal Kombat 3 game 
was a PlayStation exclusive. PlayStation owners must now set- 
tle for the news that a new, but different, MK3 game is in the 
works for a holiday release. 

Although UMK3 is still a 2D fighter, that won’t phase its 
legion of fans. What Mortal Kombat fans will focus on is the 
return of Kitana, Jade, Scorpion and Reptile, four favorite char- 
acters from previous Mortal Kombat games. All of the UMK3 
characters possess their original moves plus a wide range of 
new ones including new Friendships, Fatalities and Babalities. 
in addition to the 1 6 standard characters, there are also several 
hidden characters. 

Another highlight of UMK3 is the extensive new artwork 
including four all new battlegrounds: Desert, Cavern, Hell, and 
Waterfront scenes. The backgrounds bring exciting new play 

Hey! That’s Cheatin’! 


Once again, hidden 
things look to play a 
- trfg* big part in the suc- 
r — cess of UMK3. 

Codes and 
special pow- 
ers will add 
to the replay 
value of the 
i game. And 

if 2; if that's not 


how about 
team play? 


scenarios to the game. But perhaps the most interesting feature 
is the selective finale that allows the player to determine how the 
game ends. 

As these early screen shots show, the Saturn seems 
to be handling the graphics of the game at least as well 
as the PlayStation. UMK3 for the Saturn is scheduled 
for a second quarter release, so we should have a 
reviewable copy in pretty soon. 


More than 
Meets the Eye 


umj kicks me pure ngrmng style ana me 3D environ- 
ment of Virtua Fighter, but that won't matter a lick to 
Mortal Kombat fans — they'll use every trick in the book 
to spill some blood. 


Next Generation @$$ Kickin’ 

The Saturn seems to have no problem transferring the 


Uf I.UVR2 IK1 tic 

into the Outworid 
homes of MK fans. 
In other words, 
prepare to 
kick some 
serious booty. 

r EMttK WIHS 

, k ' J 
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i f • iv 
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“different Ilian a 


With 17 
tracks 
and a 


previews COMING SOON 


•hey were 
starting to be 
known as the 
game developers formerly 
known as Psygnosis, but with its 
departure from mother Sony’s arms, 
Psygnosis is once again Psygnosis. 
And no matter what you call it, 
Psygnosis has been the prize PlayStation 
developer, with hits like Wipeout and 
Destruction Derby. Formula One is the next 
big title from the Liverpool-based developers. 

FI has the complete Formula One license, 
which means that every driver from every team com- 
petes on every single Formula One track. Even the 
buildings behind the Monte Carlo track are perfectly 
placed. Throw in the commentating of Murray Walker 
(basically, the voice of Formula One Racing) and you 
have a great sim. However, not many Americans really 
care about Formula One racing. We assure you that 
doesn’t matter, because F-1 is much more than a sim. 
The racing is fast, smooth, and competitive with several 
views and some gorgeous tracks. 

Just racing around the many tracks in arcade 
mode is a total blast, but once you start to learn the 
nuances of Formula One racing, this game gets even 


better. Playing through a full-season gives F-1 a distinct 
advantage over other racers in pure replay value. The 
inclusion of 1 7 different tracks 
adds even more to the total 
replay value. 

When we raced this one 
around, we were awed by the 
combination of graphics, i 
sound, realism, and pure game- 
play. if this game came out now 
(several 
months 
before it’s 
complete) it 
would be 
great! We 
can hardly 
wait to see 
what else 
they can do. 


Psygnosis for PiayStation 


* 4 > * 


Several views allow you to race how you like. Some of them don't work 
well for racing, but they sure do look good. 


l;t« t< full saj ML-o; you can |usi |.'!a»' 
da till- u.-ua 

pJSfflt'Sasi. lit cvo-ailo hare 
I a ih a! at. 


“thetumby 
, i taking the 
proper Gne, 
which adds to the strategy. 

Msf 










HILL 

1 


A 
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COMING SOON previews 



W ithout hesitation, it W 

can be said that 

Tomb Raider from k 

Euro-developer Core, is shap- ft: \ 

ing up to be one of the coolest 
games on the 32-bit platforms 
to date. What’s so cool about 
the game? Well, we can start with the fact that the 
game’s hero is actually an awesome heroine named Lara. 
Let’s just say that even without the two-handed pistol 
acb'on, you’d probably be eager to do anything she says. 
Once you’ve come to terms with Lara, then you can start 
thinking about how cool it would be to have total freedom 
to explore giant, intri- 
cate and just 


US Gold for Saturn & PlayStation 


looking tombs with lots of secret passages, traps and 
items a la Indiana Jones. Of course, running Lara around 
these enormous levels wouldn’t be much fun if you didn’t 
have anything upon which to use her dual pistols. 
Therefore, there are plenty of real 3D enemies (not the 
paper-thin enemies of games like DOOM), including bears, 
wolves, snakes etc. Once you’ve managed to control 
^ your excitement over the big picture elements like 
Lara, the awesome environment and the threat of 
? \ being attacked by huge 3D bears, then it’s time 
**- -\ to start checking out the beauty of the details. 

■ • ^ A The use of true light-sourcing in both the 
■ s'' \ Saturn and PlayStation versions give the 

- game that extra sense of 

I ■ -71 realism that takes this 

tit|e to a new |eve * °f 

1 quality. Another aspect 


of the game that could make this game a top-notch con- 
tender for game of the year is the story. While an intricate 
storyline is currently being worked out for the game, 
there is already the promise of plenty of adventure-style 
puzzle solving, combined with the awesome action. In 
the end, no matter how great this early effort ends up 
being, it’s almost enough right now just to see Lara pull 
out her dual pistols and aim them in the direction of mul- 
tiple approaching bears. 

Look for more as soon as : Vvi , 

we can get our hands on * * 

it. Awesome! 


Both the Saturn and 
PlayStation 
versions display 
dramatic light-sourdng. 
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The immensity of the 
environment is 
enough to get 
excited over. 


Better Lookin’ Than Indy Jones! 





, s 

* ■ft 'I' 8 t 

^iSt ftftMft 'i* . .. 

■ 




• 

i f 









It would appear that our heroine is a firm believer in 
the Two guns are better than one!' policy. From what 
we've seen of her adventures so far, we think it might 
be advisable to carry three or four weapons! 


TOmD raising. 
Good thing! 
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We don't care 
what this looks 
like — she's 
definitely NOT 
dancing with 
wolves! Really! 


to marvel over, it must be 
seen to be believed. 










R » -060 
ATM -010 
GUN - 080 

\ MG - — 


Learning to call 
upon the 
strength of your 
varied arsenal is 
an important 
part of mastering 
Iron Rain. 


Tracking down and destroying mech enemies 
becomes more challenging with each level. 


Who Cares About The Weather? 


The various weather m§L ^ 

5 iefZ - ... • " 


conditions have a i§.r . % 


parficufady 
dangerous touch. 


:v^"'h 


' ; 1 


* 
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Blasting 
your way 
through 
nature's 


beauty is a necessary evil. 


Sega for Saturn 




^ e’ve been following this one for quite some 
time in the Japanese press and, now that 
we’ve finally been able to get our hands on it, 
we can say for sure that it’s been worth the wait. Full 3D 
mech-combat in a multitude of environments is a good 
start for explaining this title. Now that you’ve got the basic 
idea, add multiple weapon choices, various weather con- 
ditions, intricate mission objectives, night fighting, 
extremely fast-moving action and, most of all, flying abili- 
ties. Essentially, this game has everything you’d hope for 
in a mech battle game. 

Probably the most impressive aspect of gameplay 
is the flying capability of your mech. Lasting five to ten 
seconds at a time, you can use your jets to both hover 
and move high above the ground while targeting enemies 
below. Extremely user-friendly controls easily accommo- 
date a large field of vision. In short, you can both look and 
target in any direction at a moment’s notice. 

Another aspect of the game 
that becomes more and more 
impressive as you spend 
more time with the 
game is the enemy’s 
artificial intelli- 
gence. Sure, 

The night level 
Is especially 
spooky when 
the lead 
starts flying. 


maybe on the first mission 
you can run right up to an 
enemy and blast away, but by 
the time you reach the third 
mission, enemies are hid- 
ing behind trees, stalking 
you from behind and hitting 
you from above. Learning 
how to track down and destroy the 
many enemy mechs is a definite 
art. A must-have for all 
Saturn-owning action 
fans, Iron Rain is 
top-notch 
gaming on 
every level. 


Taking out air 
targets is just 
another one 
of your 
responsibilities as 
a mech-warrior. 









T he makers of Power m 

Instinct a 2D Street m 

Fighterclone, have 
gone into the third dimension 
in an attempt to latch on to the 
polygon brawler. The characters are 
real solid, as are the backgrounds, but 
the movements just aren’t as smooth 
as a VF2. This game is still real early, 
so we do have hope that Sol Power 
could be a great game. One problem with the 
game right now is that the characters are either clones of 
other fighting characters or just plain ludicrous. Still, if the 
fighting is smooth, that won’t matter much. 

We look forward to playing this one and will let you 

know when we do. 

Check the arcade 

pages for more on — 

this brawler. '*•*' 


Atlus for Arcade 


If this character isn't a complete 
Akira rip-off, then I'm not sure 
what is. 


The rest of these 
characters look solid, but 
even the big furry ones 
seem to lack character. 


previews COMING SOON 







r^-announced that 


rW'm.sii4 


developed to work 


with Sony’s new 


analog flight stick. 


be exciting! 


Forget afl those arcade-style flight moves — this 
game is strictly bound in reality. 




Sony would be bringing over 
a game that many consider to 
be the perfect follow-up to Namco’s Air Combat. Bogey: Dead 6 combines 
real flight mechanics with a dose of arcade-style action. Bogey: Dead 6 
takes you into a multitude of missions with dire consequences for shoddy 
performance, including night missions, fixed and moving targets and an 
arsenal of weapons. This title should please even non-flight sim fans. 

While Air Combatms a great game for early PlayStation development, 
graphically the game left something to be desired. Bogey: Dead 6 shows quite 
convincingly what is possible on the hardware. The game has also been 


This giant 3D map We don't knov 
is a necessary ete- the hell that is eimer, 
ment for success in but ifs good that it 
this game. can be killed. 


--I* 


The realism of Bogey: 
Dead 6 can be seen 
from the very opening 
seconds of gameplay. 




rmt 


Yes, it looks like a million other puzzle games, and 
what's worse, it is really cute. But despite it's 'kk' 


factor, you will not be able to put it down once 


you begin. 


The game really comes to life when 
you play a human opponent and send 
him a deluge of animals and food. Of 
course, being able to escape defeat at 
the last possible moment is what 
separates Baku Baku from the crowd. 




i 
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Torment A Friend 
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Sega for Saturn 




whizozn 


3 ^ 


0 


0 
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N ow hear this: 

Baku Baku. 

Engrave those 
words in your mind, 

because if the reaction of our office is any indication, this game 
could totally enslave the human race and cease any semblance of 
productivity for mankind. Want to stop a war? This is your game. 

It’s just a puzzle game! But not since 
Tetris has a tsunami of puzzle game fever so 
thoroughly deluged our office. In Baku Baku, fthf |H C C 

players line up pandas, monkeys, rabbits and *'#*. II S Ji 

dogs with their favorite foods. Every time an 
animal munches away, it clears your screen and pushes your oppo- 
nent towards defeat. As ridiculous as it may sound, this cutesy puzzle 
game grabs an insidious hold over you. Trust us, you will become 
addicted to this title. 






Sony for PlayStation 


COMING SOON previews 


*8 od 
^ Q 
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previews COMING SOON 


Tokyo battle 

* v Jaleco for PlayStation 


In o nice change of pace, you don’t pilot some 
high priced super car in Tokyo Highway Battle. 
Instead, you'll be surprised at what a little tweaking 
can do to that little economy car in your garage! 


Things seem to have gotten a little busier since the last 

time we took this route. All in all, it's probably a good thing 
that reckless driving on the highways of Tokyo just got a | 
little more interesting! 


Jaleco for PlayStation 


Wi 


, - an, it’s only' 
been a month 
' since we last 

visited Tokyo Highway Battle, but 
wouldn't you know the traffic has, 
gotten even worse. In all seriousness, the latest version of this rac- 
ing game that we received has livened up the gameplay by placing a 
lot more obstacles in your racing path. There’s a certain evil delight in 
weaving your way through a sea of buses, 1 8-wheelers and commuter cars. 
The previously sloppy steering control also seems to have been improved 
somewhat also, so there is definitely the potential for this game to break into the 
upper echelon of racing titles. 

Graphics for the Tokyo Highway Battle are above average, although they 
aren’t quite as smooth as the premier racing titles out there. But the circuits are 
based on actual Tokyo expressways and there is high attention to detail, with visible 
tread on the tires and even brake lights that work. 

Areas of concern for the game are that the sense of speed doesn’t seem to 
come across as well compared to the earlier version we tried. Of course, one .of 
\ interesting aspects of the game is the ability to hop up your car with over 70 dif- 
\ ferent engine and suspension modifications. It could be that the truly hot rides 
\ aren’t available until you’ve progressed further into the game. As it is, it’s a bit 
\ early to determine whether there needs to be some tweaking of the game or 
\ whether the 

\ i r imi time rci rrj i iw , 

J \ 01-16-993 01-16-993 Teal fUD 

comes 
/■ deeper in ’ 




,, .... - , . | , ell, we’ve 

a LSI ZfUn ' 1 A/ final| y «°> a 

W V playable ver- 
sion of this 3D fighter 
from Jaleco and frankly, 
it’s a little stretch to call it 

a 3D game. Sure, there’s a command that allows you to step out of the 2D 
plane, but the game seems a lot more reminiscent of Killer Instinct than Virtua 
Fighter or Toshinden. In fact, most people who walk by tend to mistake Shokendo 
for a side-to-side 2D fighter. 

But as we all know, just because a game isn’t 3D doesn’t mean it can’t be a 
good fighter. Shokendo still possesses an interesting bunch of characters and the 
inclusion of a power-up meter adds to the game- p « ii._ p 
play. A more in-depth appraisal will reveal red UlC rUWef. 
whether the gameplay balance earns a ' 

place of honor in the fighting game arena. 

A power-up meter lets 

you charge up to deliver ^ 

a powerful special attack j # 

against your opponent. " 

Not too original, but it is a jJk ** 

nice touch. fTr 


Where’s the 30? 


I — 1 

Shokendo can only really be called 
a 3D fighting game if you're feel- 
ing awfully generous or if you're 
drunk. But tfiere is a command 
that does lefyou step out of the 2D 
plane to attackfom the side. 




■ 


Only a cook would carry 
around a frying pan as a 
weapon. 


PO’eJ 

Accolade for PlayStation 


here was a 


I time when 

all it took to make a successful 3D video game was a first- 
person POV, a floating gun, and lots of corridors. Of course, fifty clones later, it’s 
going to take a little more and that’s exactly what PO’ed is prepared to offer. With 
enormously intricate levels, bizarre enemies at every turn and the ability to move in all 
six directions, this is definitely not your average 3D adventure. If you love DOOM- style 
games, then you’re in for a real treat. If you’ve never developed a taste for them, then you 
may just find PO’ed a welcome variation. 

1 

May 1996 GAME PLAYERS 33 
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Konami for PlayStation 


WHh scenes like these, 
it's hard not to be 
excited about seeing the 
final version of this 
monstrous game. 


% More Power! 
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JON ' previews 


A fter an early preview tape that was shown at , 
last year's show, there hasn't been much 
news regarding this violent and bloody action game. 
After Konami’s successful launch of its sports titles earlier this 
year, they now seem ready to shift their focus to the action genre. 
As you can tell from the screen shots, the game seems to have all 
the elements that appeal to same pla yer readers — bl 
blood and more blood! 

Project Overkill promises to be 
an especially deep and twisted game, 
with over 50 mission scenarios and a 
multitude of gruesome death scenes. 

Characters, graphics and effects are all 1 
3D-rendered. As if twisted gameplay 
and outrageous body counts weren't enough, 

Konami promises strategic elements in the gameplay, backed 
by idigital-quality, full-orchestral-type music score. 

Blood, guts, and a night at the orchestra. Sounds 
like culture to us! 


r believe how far this game has come from its inception. 
Sure, we all expected a great-looking shooter like the origi- 
nal Panzer Dragoon, but Sega really went beyond the call of 
duty on this one. With new levels, like the snow level, and lots 
of new paths to explore, this game just keeps getting better 
every time we see it. Look for a complete review next month! 


Blood Dona, 


Man! Just look at the body count! This is just the type of 
game that horrifies parents and politicians alike. If the game- 
play holds up, we just may be witnessing a new low in 
civilization and a new high in 
videogame development. 
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stages is simply not 


to be believed. 
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v Sega for Saturn 
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Panzer Dragoon II Zwei 

would be enough of a 
thrill with the graphics 
alone, but add the 
dynamic gameplay and 
you've got a quality title 
on your hands. 


previews COMING SOON 



down the L.A. 

freeway, it’s not as dangerous. You’re armed with 
lasers, mines, missiles, and walls of fire, as you race 
against the clock, trying to destroy as many cars as 
possible before you finish the track. It’s not racing in the tra- 
ditional sense, since it doesn’t matter what place you finish. 
You just need to make it to all the checkpoints and destroy as 
much as possible. 

The game moves real quick, but the three simplistic tracks 
don’t compare with the 
likes of IMpeoufand Ridge 
Racer. The combat is defi- 
nitely interesting, but this 
could be a game for only 
certain people, who like 
more combat than racing. 



The purpose of this game isn't to win, but 
1o destroy all the other cars on the road. 


Just you and Ihe enemy in a dog 
fight to the death. Sound fun? Then 
watch for the review next issue. 


The planes look real nice, but the 
backgrounds are boooooring. 


Rocket Science for PlayStation 


r ers into the sky for a good old fashioned 
dog fight, with none of those crazy missions 
to get in the way. It’s kind of like a fighting 
game, but you're in the air. Early problems stem 
from the lack of depth in gameplay, and some 
real simplistic graphics. It’s also extremely hard to 
locate your target and doesn’t handle much like a 
flight sim or even a video game. 

The finished ver- 
sion isn’t in yet, so we’ll rap* - "m; 

hold our judgement. If 
your looking for a ||9 

i straight dog fight. 

Ik, then Deadly 
£|| . Skies is one 

to watch. |SP| 'SnKI 


an 




COMING SOON 


previews 


s HdfrJUy 


Sony for PlayStation 


talk about in a games magazine since, for all intensive 
purposes, it’s not a game. Aquanaut’s Holiday (AH) is an 
explorative adventure under the sea with plenty to see and 
experience, but there is no ultimate goal that would trans- 
form the experience into a game. There is no doubt that AH is 
a relaxing, enjoyable time-killer with lots of hidden stuff to 
find, including such notables as the Great Wall of China (go 
figure). There is plenty of fun to be had, but it’s non-tradi- 
tional video game fun. If you’ve dreamed of exploring 
shipwrecks, interacting with sea life or just plain swim- 
ming around 
underwater for 
a really long 
time, AW is the 
sim for you. 


That's right, 
you're 
swimming 
under 
wafer, and 
there's 

some fish over there. Go 
check them out. 


m 




Look, a shark. It's like Discovery Channel. 


* - - 




Exploration is the name of the 
game, go explore. 


Ttust No One 


t?cVtf luhiMftcl' 

Atlus Software for Saturn 


-a 


Though there isn't any ground 
breaking advance in the 
gameplay, it does seem story- 
intensive, which is good. At 
least there appears to be 
some variety in the 
control interface. 


Ithough we ve 


version of this game, 
it is already whetting 
our appetites for this 

supernatural thriller that puts a twist on the traditional RPG format. 

Starting out as a Tokyo college student, the main character’s soul is 
soon transported into the body of a special private detective known as a ‘Devil 
Summoner’. The goal is defeat various demons encountered throughout the game 
as you explore Tokyo, while solving supernatural phenomena, and ultimately return- 
ing your soul to your body which lies in a coma-like state in the local hospital. 

Game exploration is done in the first person perspective, while maps are 
viewed in the third person. Gameplay is comprised of interaction with other characters, 
collecting money, upgrading your inventory and engaging in battle with creatures. A 
1 1 unique feature of the game is that your 

\ interaction with monsters determines their 

/ reaction. Monsters may also be combined 
'.v ' . to form new monsters, with the game 
' boasting over 200 different available 

\ *''*»' ’ monster combinations. 

V Right from the opening intro 

V sequence you know that this is 

3_l- tS- going to be unlike any RPG experi- 
ence you've ever had. No more short, fat, round headed 
guys searching for gold coins. There's definitely some- 
thing strange and chilling going on here... 


Racket 


Rocket Science for PlayStation 


These artist 
renditions of 
Rocket Jockey 
I should be 
) dose to the 
final product. 


T hough 

Rocket Jockey 
is still too early to 
get a good idea of what the 

game will look like, Rocket Science has spent a great deal of time working 
on the gameplay. The concept is pretty damned exciting. Riding atop a 
rocket-powered cycle, equipped with tether cables and various weapons, 
Rocket Jockey pits you against a cast of other jockeys in this fast-paced future 
sport. Look for more details in the upcoming months. 








systems will match 


sans 




Acclaim for Nintendo 64 




M — espite the delays that plague the release of the Nintendo 64, 

| V progress is being made on the software being developed for 
it. As some of the first shots available from a third party 
developer, Acclaim’s „ ...... . 

Turok: The Dinosaur HOWdy NGICjtlbOtS! 

Hunter seems to indi- prom the giant Preying Mantis, to the T-Rex, to the 

cate that once Nintendo Raptors; all sorts of vicious, blood-thirsty creatures seem 
64 is available, it will to inhabit Turok. You 'd better hope that they decided to become 

have been well worth vegetarians! (That way, they'll just eat Patrick!) 

the wait. 

Although 
these shots 
were taken 
from a video- 
tape of 

animation tests 
for the game, 
you can’t help 
but think that, if the game 
control is as good as the 
visuals, Acclaim will have 
a definite winner here. 

The jungle environment 
is simply awesome, with 
eye-popping temples hid- 
den within gorgeous 
tropical vegetation. The 
dense mist shrouding the 
jungle arena provides an air of 
mystery, as well as a cloak for 
the many enemies lurking within. 

Beyond the exquisite graphics, one 
of the most impressive aspects of 
Turok is the character animation. From the 
human characters to the menagerie of hungry 
beasts, movement seems smooth and utterly realistic. 

Of course, all the great animation and graphics won’t 
amount to much if the gameplay doesn’t live up to its potential. 

This is certainly a valid concern, considering Acclaim’s past 
efforts. But rarely has such an early look at a product impressed 
us as much as Turok. It’s just another morsel that keeps our 
mouths watering for a Nintendo 64. 

■ 


s 

_ 


_ 





Club Shred 


Though all we've seen are scenes from the jungle, 
you can't help but be impressed wilh the foreboding 
temples, the dense, vibrant plant life, and the threat- 
ening jungle mist. Did you hear something snap? 


Predators Paradise 

— 






4 wesotne Animation The high-point of Turok seems to be in its superb character animation. Everything from dinosaurs, to battle mechs, to 

humans moves with a smoothness and authenticity that takes the breath away. Take a look at this animation of a 

person being 
thrown into 
the air. I can 
feel his pain! 




V 


■ m 




mmt 


V, 
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COMING SOON 


previews 
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Wtiile the graphics are still in the Mm j j 
traditional RPG style, there seems to be 


spriie effort made to create 


a 3D atmosphere, ^ 






While the original Arc The Lad was defi- 
nitely a good-looking game, never did 
it display this kind of detail. 


» * 
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release of Arc The Lad, our Japanese counterparts are 
about to be treated to the sequel. Graphically, there seems 
to be a pretty dramatic step-up when compared to the original. 
While the game maintains its cartoony look, if these pictures are 
ny indication of the rest of the game, it will be more sophisti- 
:ted. Beyond the graphics, we can only hope that there is more 
emphasis placed on the storyline than in the original. While the 
fighting engine in Arc the Lad is pretty enjoyable, it would be nice if 
the sequel is a little less fighting and a little more exploring. Either 
way, there’s a reason why the first game was so hugely popular in 
Japan. We can be sure the sequel will offer even more of what 
made the first one so good. In the mean time, it will be up to the 
US market to make up its mind about the first installment in this 
new series for the PlayStation. Don’t look for this one to come to ' 
the States anytime soon, but with Sony’s commitment to the 
series, we can be sure to see it here eventually. 


It's good to see that 
some elements, like 
the zeppelin, have 
managed to survive 
from the original. 








Technosoft for Saturn 


• (< ,i '■^CXI / 1 , J jnm'.MKIMi.n 

n ATHHirfw A Tsflftf SH T Goo), tin; mastitis 

| <>t lh<: XI) tl<|htci . 

l l linn-, i H n • nl Him inn'. I 

for 

tho Saturn. With a grnphi 
cal shot in tho arm, this look? like it's going to bo a pretty good ganie, 
and will, no doubt, make Saturn owning SNK tans very happy. All signs 
point lu this one coming to the States pretty soon 


Coking advantage of the 
Saturn's graphical prowu: 
World llciims Ported looks 
hotter than over, 


previews 


COMING SOON 


World Wetac! Perfect 

SNK for Saturn 


jpHgMMli vam 


If the gameplay matches these graphics, we 
should have a hot game on our hands. 


Fans of SNK 2D fighters are sure to be 
pleased with this first-rate translation of 
World Heroes Perfect. 


Activision for Saturn 


% 1 9 Vki 


V< 


Giant spiders fighting some sort of 
flying crab-like creature? You just 
know ft's going to be good. 




WZtoti 
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Tf'c^xui'c Hunter 

Square Soft for Super Famicom 


A^ollowing in the footsteps of SquareSoft with Mario 
f Ht’G, the makers of Treasure Hunter (i (or the Super 
I Famicom have chosen to use rendered characters 
and environments to give this new RPG a more realistic 
flare. Of course, the characters are still super-deformed, 
hut we wouldn't want them any other way. From what we 
can tell, this one has almost an Indiana Jones theme to it. 

There are lots ol little rendered artifacts to find and plenty 
ol dark and scaiy caverns to explore in search of lire arti 

P facts. And did we 

mention, there 

n-jfe' i seems to be a mon 

~ jjKSsi JlL 2z key in your parly what a treat 

* ' * Look for more details on this one 

'% y- as the game gets closer to being 
finished. As loi now, il you're still 
y* tP playing Super NES RPGs this one 

is definitely a title you'll want to 
keep an eye on. 


With sellings like pyramids and 
caverns, we can only guess what 
kind ot storyline to expect. 


We don't exactly 
know what's going on 
here, hut we're post 
live It's all revolving 
around the monkey in 
some way 


Even without an isometric perspective. 
Treasure Hunter G is highly reminiscent 
of Mario ItPG in graphic style. 


It's easy loux'' from this' 
vast landscape), that 
£ Square has created -ynt 

j \ ' (Jnolher enormous 
| i world to explore 


All signs point to a traditional fighting 


system (or this RPG 


, — | 

Albert QJiysscyx Leach J of 6 Uc^h L 

Sunsoft for Saturn 1 1 ^ 



T his sequel lo a great air combat sim has a 
pretty good chance ot being overlooked for Ilf 
distribution, as was the original, the ironic part 
being that Gotha II was actually developed by Koei, an 
American company. Perhaps with the positive response 
to the first game in Japan and a favorable response to 
m mmmm 11,11 SW I UU ' N ,ei(: ' s a CliailCe 
' iM* this gieal game will make il 
"* I f pj to the Slates in some form 

It f or fashion. II you're a sim 
tan, keep your lingers 
KiiMilr crossed for this one. 


w P 

Nflw there’s c 

\ with loi 


pom SunSoft comes a new RPG for the Saturn called Albert 
Odyssey. From what we’ve seen so far, the graphics alone 
make this title worth checking into. Of course, in the end, 
o a really great story to be considered a great RPG, hut 
certainly nothing wiong 


Using full 3D models 
for battles, Gotha II 



^ wilh looking this good at the 
same time. We'll keep a close 
eye on this one for you as the 
development progresses. 

t Using a traditional battle style, old- 
I sr hool RPG fans should feel right at 
home with this game. 


I * 


may look like a 
really hot action 
game, but it's not. 


If the sequel Is as 
good as the first, 
strategy/sim fans 
should be excited 
over this one. 





■■ 


With cod 3D graphics like 
these, you'll appreciate the 
advancements In some 
32-bit RPGs. 


•a* 

'fii 


'5s 


i. 
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Hopefully the story wili match fee 
graphics in sheer quality. 


* 
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BILLIONS OF PRAYERS FOR PEACE. 

MILLIONS OF MEN AT WAR. 
ONE LUNATIC STOKING THE FIRE. 



^WORKING BESmm 


WBBuNr 


( Jet ready to trip, and nr 're talking hard. We’er pulling 500 weapons, troops, artillery at your coni 
matul. We re loading you up with the first realtime 5 I) rendered visuals ol historically accurate 
battles. We re handing you the keys to over 50 of the most crucial battles ol the biggest war ever 
fought. We're even letting you pick the country to play (Germany, Japan, or America). Out, once 
you’ve picked sides, we re cutting you loose. I listory is in your hands. I ives are at stake. Will you 
champion freedom, or blow it and screw the world up forever? 


I Ins official seal is youi as 
suiance that tins pioduct 
mods (ho hitjhosl quality 
slandctid;. ol SI t iA ,M Huy 
tjamo:. arid accussoiios with 
tins soal to ho suio lh.it they 
an! compatible will i the 
; U ( iA Satuin ,M System 
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OUR EXCLUSIVE REPORT TELLS YOU WHY* 


H ey, If you know anything about the videogame 
Industry, then you know that the arcades are 
where all of the next and best technology and 
games are developed. Twice a year, the arcade makers 
have events to showcase their latest games. This time, 
the show was the ACME (American Coin Machine 
Exposition) In rainy Orlando, Florida. There were over 40 
new arcade games on display, but Vlrtua Fighter 3 easily 
drew the most attention, and it wasn't even playable. 

The AM2 division of Sega Japan brought over the 
first sampling of Its new Model 3 super-board, and had a 
demo of VF3 running every 1 5 minutes. Everyone who 
watched the demo was left with their )aw on the floor, us 
Included. The highly secretive sequel to the once-lmpres- 
slve IF2 made every other title on the show floor 
look like Game Boy games. No cameras 
were allowed near the demonstra- 
tion, but we kissed enough Sega 
butt to bring you all these 
screen shots before anyone 
else (now we have to deal 
with that nasty 'butt- 
klsslng' after-taste). 

Expect the game to 


Same old back- 
breaker move, but 
the graphic detail 
and improved 
sound make this one 
hurt even more. 

Check out the sand 
flying off the beach 
and characters. 


hit arcades sometime In late summer, probably August, 
Until then, have many smooth polygon dreams and start 
saving your quarters. 


NEW MOVES 


you were on the ground. The demo also showed Aol’s 
new ground attacks that could be included for more than 
just one character. 

With the new Interactive backgrounds, all of the old 
moves are going to have new Implications to the fight. 
The additional moves should make It considerably deeper 
than IF2. All-in-all, a game experience like no other Is to 
be expected. 


_ 


A ll the old characters are going to have their 
same moves, plus some new background spe- 
cific moves. Moves that Involve the walls or the 
background are likely to be included for everyone. The 
new characters are going to have a whole new list 
of moves. 

Each character Is also going to have a 3D move, 
like Shun Di and Lion had In ZF2. The rea- 
son for this inclusion has to do with 
the changing of the Jumping. 
There are no more floating 
jumps. VF3 has more real- 
istic low jumps that 
made the 3D moves 
necessary, since you 
can no longer jump 
over your opponent 
to avoid a Ring 
Out. It's also said 
that characters 
that have been 
knocked to the 
ground will no 
longer be defense- 
less. Instead, they’ll 
be able to fight back 
like you really would If 


Caught In mid-flex, Jeffrey has 
traded In his beer gut for some 
serious polygon muscles. 
Watching him flex in the demo 
was amazing — his polygon 
chest actually expands I 


The early demo of Jack/s stage had 
some interesting new twists. You can fall 
off a ledge, or get smacked Into a wall. 


An even closer look 
at Jacky really 
I shows VF 3i 
' amazing level of 
"graphic detail- 
dose to a thousand 
polygons were used In 
his face alonel 
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feature 


VF 3 



'moves 
from Aoi. 


NEW CHARACTERS 


INTERACTIVE 


BACKGROUNDS 


T he rumor has long been that VF3 would Include Inter- 
active backgrounds, but no one was sure exactly In 
what way. In our talking with the developers and 
watching the demo, we have a pretty good Idea of what Is 
going to happen, 

The backgrounds aren't all going to be square. They 
will all have different dimensions and features, Jeffrey's 
stage is a circular sand Island. When fighting, sand kicks up 
off the beach and, as far as we can tell, a Ring Out would 
send the loser into the water. Another example Is Lau’s 
stage, that features a wall on one side and an edge on the 
other three. We saw Lau use the wall for a special move. He 
ran up the wall and grabbed the opponent by the neck and 
slammed him down. We can only assume that If the charac- 
ters go to the other edge, It Is going to be a Ring Out, This 
type of background changes 3D fighting games altogether. 
Fighting Vipers (Sega Arcade game) had walls on all four 
sides that could be used during the fight, but VF3 has walls 
on one side or no walls, which means fighting In each back- 
ground requires a different strategy. 

We’re not sure what all the backgrounds are going to 
be, but the developer assured us that each background 
would be shaped differently and include strategy elements 
specific to only that background. 


The other new character we didn’t get a chance to 
see, but the guys from AM2 told us about him (mostly In 
English). It will be a male character with a 
wrestling fighting style like Wolf or Jeffrey's, Exp* 
but there will be differences. He Is said to have w 
the ability to counter attacks, giving twice the 'do< 
damage. Maybe something like reversing a counts 
throw, although much of this Is just specula- 
tion. As soon as we get more on this new 
character, we’ll let you know. 


O n top of making VF3 the 
biggest advance In graphics 
since the color TV, AM2 had 
time to create two new characters, 

\ E bringing the total number up to 12. 

Until you see the characters moving, 
j you won’t believe just how awesome 
I they look. 

9 The one new character we saw 
| was Aoi, a female contender that uses 
I a traditional karate style of fighting. 

I She has a real traditional Japanese 
look, with a long flowing gown. Her 
I fighting seemed to be in the Pai- 
J mode, with a lot of solid 
-W kick-and-punch combos. The differ- 
ences came | n h er attacks to 
characters on the ground, She would run over and break 
their arm or leg, rather than jumping on them. Overall, she 
was amazing, with the smooth polygon face and outfit 
moving at top speeds. 




r Don't let Aoi's docile appearance fool 
you. She promises to be one tough gal 


' 'Ws7 ^ camera zooms One of the new char- 

In dose to reveal Aoi's aclers, Aoi reveals her 1 irF 
y big, brown eyes and traditional Japanese / y 
/ graphics that make all other style, but the way she moves - 
games pale in comparison. is anything but traditional. It's just smooth 


Here Aoi dances in front of the 
Model 3 logo. With a million 
polygons per second, there is 
plenty tor her to dance about. 
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VF 3 


feature 
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| WHAT'S NEXT | 

T he Model 3 board Is the start of ‘Stage 
Three’ of Sega’s Five-Stage planned pro- 
gression towards videogames with motion 
picture-quality interactive graphics. In each stage, 

Sega plans to triple the processing power of the 
previous stage. So far, they have done that and a 
lot more. 

The Model 1 board catered to the first polyg- 
onal games — Zlrtua Fighter and Zirtua Racing. At 
the time, they were both considered to be 
the technological top of the Industry. 

Then came Model 2, which 
more than tripled Model 1 
by being able to process 
300,000 polygons a 
second. Games like 
ZF2, Fighting 
Zlpers, and 
Daytona 
showed 
exactly what 
300,000 poly- 
gons a 
second could 
do to a game 
play experi- 
ence. Now 
Model 3 has 
shattered all the 
technical wonder 
of Model 2 by 
tripling its output with 
an unbelievable 1 Million 
polygons per second (pps). 

Another title you might expect on 
this unbelievable board Is Daytona 2, 
and the sky Is the limit. 

Now, If Sega continues on this pace, that 
means that Stage Four will feature the Model 4 
board that Is capable of 3 Million pps. Then the 
Model 5 board will boast about 9 Million pps. If you 
see how amazing 1 Million pps looks, then you’ll 
realize that tripling that twice Is going to create a 
game experience so real that Wolf Is liable to jump 
out of the arcade unit and kick your ass. 

For now, we’ll be happy with little old Stage 
Three and Its puny 1 Million ods. When vou sea this 
ygame, you’ll be more than happy, as well. J 




ON 


THE 


SATURN 


The guys we 
^talked with 
k from AM2 
...flk, noted the 
t P\ special 
effects 
in Term- 
inator2 
n/V as a big 
WL7 influence. 
Ty I dunno, I 
y klnda see a 
resemblence... 


A dose up on Lau's 
face is simply amazing, 
but to see his eyes turn 
and give a slight smirk 
was just plain haunting, not 
to mention freaking incredible. 


MODEL 1 TECH SPECS 

GEOMETARIZER: 1 Million polygons/second 

renderer: 

80 Million polygons/second 

colors: 

16 million colored texture 
mapping 

Trlllnear Interpolation 
& micro-texture 

anti-aliasing: 

Texture and edge 
Multi-layered 

shading: 

High-spectacular 
Gouraud shading 
Fix & flat shading 

fog: 

Zoning Fog 

32 levels of transparency 

lighting: 

Parallel light 
Four spot lights 
Pinpoint light 

<pu: 

Main CPU Is a Power 
PC603C 

resolution: 

496 X 384 - 680 X 480 
With Z Buffer and 
non-interlace 

sound: 

CPU Is 68 EC000 
Sampling rate 44.1 Khz 
SCSPX2 
MIDI interface 
64 voice; 4 channels 


Notice how VF3 
indudes true Ught- 
sourdng to add even 
more realism to the 
'Virtua' world, all 
without saaifidng 
the smooth play of 
Hs predecessors! 
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Reach us on the World Wide Web at: www.dataeast.com or reach us 
on-line at CompuServe: VID PUB A Forum (GO DATA-EAST). 

Learn all the latest tricks and hidden moves! Call the Data East tipline 
at 1-900-454-5435 (.85 min. average) 


Spectacular , full-screen 3-D rendered, 
ray-traced animation. 

2 full CDs crammed with mutant creatures 
and cyberspace action adventure! 

Rocket through the new and unique 
labyrinth of flying levels! 


■ \ i I 

A I i 


PA7TA 

7AS? 


I ’loy5t.it ion 


m 

^ P t C I A L 
EDITION 


Dala East USA, Inc. 1850 Little Orchard Street. San Jose. California 95125 

PlayStation-,' Ike PlayStation loito, amUke PS loqo arc Irademarlts of Sony Computer Biferlainmnnl Inc. Seqaaml Sena Saturn are trademarks ol SCR* ENTERPRISES. IT0. Creature. Sfcndi is a comp 
: . n ht nr Arnonaot Soltwarc LTD licenscil lo.Dala East USA. tnc. Data East is a rprji'.trmi Iratlnmaik nl Oala East USA. Ins. .' tonn Ail RinhlaRcsmvnl. Call l-non- T 7i -3772 Inn Came Salinq Inlnnnalmn. 




FF VII 


feature 



«* - 


’ ES! The rumors are true! SquareSoft has 
broken with Nintendo. Final Fantasy VII, 
originally planned as a Nintendo 64 
exclusive, is now officially going to be released for 
PlayStation in December 
'96 In Japan. Square titles 
have been getting bigger 
and bigger, and carts just 
can’t hold 'em anymore. 

This behemoth of a game 
is going to take up a full 
two CDs, but should retail 
for ¥5800 (around $58), or 
about two-thirds the price of the cart-based Final 
Fantasy VI (FFIII in the US). Square still has no offi- 
cial plans to release a version for Nintendo 64, but 
have stated that if the 'bulky drive’ can reach a 
large enough installed base, and the discs can hold 
all the information required, it may release a ver- 
sion for N64 some time in '97. Unfortunately, a US 
release date is still unknown, and rumor has It the 
game may even be released here for 
PC only! 


TU 

On a more positive note, 1 

Square is taking full advantage of 
the PlayStation’s polygon power. The game 
mechanics are similar to Alone In the Dark 

FFVIl HAS SOME OF < ' CsP “ m ' 

THE LUSHEST, 

MOST JAW-DROP- 


PLNG SCENERY YOU 

<hneT 


CAN IMA 


Resident Evil, In 
that polygon- 
modeled, 
rendered-on- 
the-fly char- 
acters are set 
into a pre- 
rendered back- 
ground. Thanks to the massive storage 
capacity of CDs, the designers have 
pulled out all the stops, and as you can 
see from the pictures, FFVIl has some 
of the lushest, most jaw-drop- 
ping scenery you can Imagine. 

During the battle scenes 
however, the game switches to 
fully-modeled characters and enemies, giving the 
player full control over how to view the action. In 
keeping with the Final Fantasy tradition, battles 
are menu-driven and turn-based, but once a 
command Is given, the three-dimensional 
characters interact on their own. 
Square is known for coming up with 
some pretty wild special effects 
during its battle sequences, and 
the thought of what might be 
accomplished In a 3D setting Is 
making us drool. 

Please, bring 
this one over here, 
guys, please? 


i 


ZH 


, Characters created by Square have 
always been three-dimensional from an 
emotional standpoint, now they’re finally 
going to look that way, too. 


Our square-jawed hero (no pun 
Tded... really) wields the biggest 
sword In history— 
bigger than anything 
those wussies swing 
y „ , around in 

Wr Samurai Shodown. 
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feature 


FF VII 



The dty of Midgar, in all its glory, 
'A dty of mystical light.' Within its 
techno-magical boundaries a 
story begins. Heh, heh — looks 
cool, doesn't it? 


The PlayStation s 3D 
engine allows the 
characters of FFVIIto 
walk around some 
pretty moodily light- 
sourced areas. 


dreamed 


ever 


Putting a 3D-modeled character 
into a p re- rendered background 
has been done before, but 
rarely this well. Square's signa- 
ture graphic excellence shows 
through in every detail. 


The combina- 
tion of heady 
graphics and 
Square's 
trademark 
deep storyline 
promises to pull 
you in deeper 
than you 


Gone are the weird, flat-but-somehow 
seen-from-the-side-even-though-it's- 
top-down view of pre- 
vious Final Fantasy , ^ 

games. Square AM ™ 

means to take full 
advantage 
oflhe 

available technology. 


Middle Earth it ain’t — this fully-realized world of its own mixes 
high and low tech in a way you’ve never seen before. 





Barett moves 
well for a big 
man, and that 
chain gun on 
the end of his 
arm don't hurt 
either. It's dear 
that isn't 

just going to be your standard 
'faeries and knights' sort of 



Claud's fellow 
adventurer 
swings a 
mean stick of 
her own, and 
seems nearly 
as taciturn as 
he is. Gotta 
wonder 
what makes 
her tick. 
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S«puapin^ Off 

f When a battle breaks out (which is gonna happen a lot — this is a Final 
Fantasy game we’re talkin' about here) things really get moving. 




Unlike the walking I 
around parts of the I 
game, battles are fully I 
realized in 3D, allowing I 
you to view the action I 
from virtually any 
camera angle. 


As Claud leaps into battle, 
you can get a better idea 
of how the game's battles 
should look. A daredevil 
hero and swooping 
camera angles — looks 
like an action movie to me. 


As each battle unfolds, the view pans around, so each battle 
looks slightly different from the last, which should go a long way 
towards offsetting the one problem FF games have always had 

— repetitive battle scenes. 


Square games have long been known for their 
expressive character animation, and it won’t 
stop just because it’s in 3D. 




And I don't know about you, but this guy looks plain mean to me. 
You're gonna have to deal with him sooner or later though — and 
I'll bet money you're going to love every minute of it. 


il 
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FRANTIC FLEA 

•••infesting a Super NES near you! 



LICENSED BY 


Nintendo, Super Nintendo Entertainment System and the Official Seals are registered 
trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. 


GAMETEK 


©1994 Haus Teknikka, oil characters and Frantic Flea are © and TM 1993 Andy Whitehurst and are being used under 
ek is a trademark of GameTek (FL), Inc. 2999 NE 191st Street, Suite 500, Aventura, Florida 33180 U.S.A. 


BOSS GAMES feature 


# 



3 


Tsmrnj 


▼ estled in a quiet Redmond 
J Washinntnn nffinp nark in.c 




Washington office park just 
five minutes away from 
Nintendo’s headquarters is upstart 
Boss Game Studios. Just a few 
years old, Boss is the brainchild of 
Richard Edlund, the founder and president of 
Boss Film Studios. If the name sounds familiar, and it 
should, it’s because Boss Film was responsible for the pio- 
neering special effects in movies like Ghostbusters, 
Species, and countless others you’ve probably seen at your 
local theatre. 

Now, after handpicking some 
of thebest developer talent in the 
^ vfSBySfrie biz, Boss is ready to 
shake up the videogame 
community with its Game 
Studio. Recently, GAME 
players paid a visit to 
the developer for an exciu- 


These SGI-rendered backgrounds are 
some of the actual areas you'll explore 
in 'Adventur eland.' Again, check back 
next; month for more info. 


• 

What do you get when you 
game producers, enough SGIs 
and game concepts that are 
Answer: Boss 


sive advanced look at two games currently in development 
for the PlayStation and Saturn, both of which will be distrib- 
uted by BMG Interactive. Next month we’ll have even more 
on these ground-breaking titles, so stay tuned! 


iiiksh. 



BOSS 


GAME 

/ / 

STUDIOS 


jplipff 1 


The first Boss title is code-named ‘Adventureland’ 
(the actual title is top-secret), and will debut at E 3 . It 
could best be described as a 3D plat- 
form action-adventure game. While 
we can’t give you all the info on the 
title just yet (see next month’s fea- 
ture), the story and concept for 
'Adventureland' are anything but 
standard videogame fare. Colin 
Gordon, the head of development at 
Boss explains, ‘(for 
Adventureland) the 
first thing we did 
was come up with 
the concept and 
play mechanics, 
then we went back 
and figured out a 
storyline that made 
it all make sense.’ 






Rendered ene- 
mies like this 
Cyber-Wasp and 
Scorpion are 
some of the 
nasty characters 
you'll encounter. 
They were all 
rendered 
using Alias 
software tools. 
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feature BOSS GAMES 



r|y second title from Boss is Kill Team. It will 
■ 1 incorporate several different game genres 
M and has been described as 'Contra meets 
Wing Commander’. Kill Team will be a 2D game. 






pretty dose)! 


Let's hope these 
rendered soldiers look 
just as good on our TV 
sets as they do on 
Boss' SGI work 

ast, 


Kill Team puts you in charge 
of a team of mercenaries 
that must cany out various 
missions and tasks. Here are 
a few of the 


unsavory 
characters 
you'll control 
in the game. 


‘With Kill Team, we’ll have an involved storyline, 
branching-linear game play, and a variety of mis- 
sions, so the players will actually care about what’s 
going on in the world. It’s not just, here’s twenty--, 
levels, get through them,’ claims Gordon. 

This artist rendition is a concept for an 
early mission in Kill Team. 




A conceptual screen from the game. Notice 
the detailed backgrounds. 
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Score the basket and do that funky dance! 


ure, the recent NBA All-Star Weekend in San Antonio had its fair share of 
stars from music and film, not to mention the NBA All-Stars themselves, 
but right from the start it was apparent that everyone on the showfloor 
was only interested in one thing — NBA 
Jam Extreme. This was the first time the 
world got a chance to play Acclaim’s new 
coin-op, and nobody could resist checking it out. 

The main difference between Extreme 
and the previous three games (NBA Jam, NBA 
Jam Tournament Edition, and College 
Slam), is that the graphics are polygons 
instead of sprites, giving the game a much 
more realistic 3D-look. There’s also a good assortment of 
new, even crazier dunks, more players to pick from, more 
stats, and, of course, tons of new hidden codes and 
characters. Excited yet? 

We are. 


The 3D polygon graphics give 
this Jam a much smoother look 
than ever before. 


Even crazier dunks give players more ways to defy gravity. If you thought the action in the first game was over the top... 


Shooting 
from the near 
comer almost puts the player in 
your lap! One of the many 
advantages of having a full 3D 
court with changing perspectives. 





AN ALLS TAR. t>&S>UT 

The recent NBA All-Star Jam Session served as NBA Jam Extreme b coming out party. And what a party it was! A few highlights of the festivities... 


NBA Jam Session was a basketball fan's dream. Hoops all 
over the place, and no guns allowed on the court! 


Those patient 
enough to wait 
in mile-long 
lines got a 
chance to play 
an early version 
of NBA Jam 
Extreme dtike 
Acclaim booth. 
Right when someone finally gets to be next in line, try 
jumping in front of them with your press pass. Heh heh, 
they really hate that! 


Steve Avery of 
the San 
Antonio Spurs 
was one of the 
many NBA 
stars who just 
had to 
satisfy that 
Jam craving. 


Yes!' Marv Albert got in on the action, calling 
a little play-by-play for the Jammers, just like 
he will in the final game. 
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Chris tells us 
that it's just as 
easy as ever to 
steal the ball oft 
the in-bound 
pass. Hopefully 
this will be 
ironed out in the 
final game. 


Oh yeah, those 
funky big-head 
players are back 
and wackier than 
ever. Now 
they've even got 
big shoes! Expect 
more Jam codes 
than ever 
in Extreme! 


Hey, that dunk 
almost looks 
possible! What's 
going on here? 
If I wanted 
realism, I 
wouldn't be 
playing Jam! 


Even though the action is still two-on- 
two, you get lots of different players 
to chose from, plus lots more stats. 


TOj JKAHT'S G-HlVtS 


Take a dose 
look at the 
crowd during 
the game — you 
may see a few 
familiar faces. 


Can anyone say, 'enter secret code here? 
If Extreme follows NBA Jam tradition, then 
the Tonight's Match-Up' screen is where 
you'll need to input all those cool codes. 


NBA Jam Ex. 


feature 



X” 


Who says girts can't Jam? The US 
Women's Olympic team wiped the 
floor with all comers, just like they're 
gonna kick ass in Atlanta. 


Mysteriously, this 
^ machine, in 
IIQv particular, stayed 
IIP' X. empty the 
” \ whole show 


Even Chris Slate got in on the action in 
a tourney held specifically for the gam- 
ing press. He lost in the final round to 
Rich Szeto of Next Generation. Justice 
was served when the crowd began to 
chant 'dirty cheater', while pelting Szeto 
with whatever was at hand. 


1 3 An NBA 

I J Jam Extreme 
tourney was 
Wp held among the 
s' fans, and in the end 
two were crowned 'King 
of the Jam'. The remaining 


losers were stripped of their jerseys and kicked out 
onto the cold, mean streets, never to Jam again. 


■ 
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TEtjE 


X-POWER MOVES! MULTI-HIT COMBO MOVES! INCREDIBLE INTERACTIVE SUPER JUMPS AND 


BACKGROUNDS! MID-AIR ATTACKS! 



5EGA SATURN 


Marvel Comics, X-Men, Cyclops, Wolverine, Psylocke, Iceman, Colossus, Storm, Professor- X, 
Magneto, Juggernaut, Omega Red, Silver Samurai, Spiral, Sentinels and all distinctive likenesses 
thereof are trademarks of Marvel Characters, Inc. and are used with permission. © 1996 Marvel 
Characters, Inc. All rights reserved. © Capcom Co., Ltd. 1996. Sega and Sega Saturn are trade- 
marks of Sega Enterprises, Ltd. All rights reserved. Acclaim is a division and registered trademark 
of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved. 
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In Ihe event at a reall 
here, you can get all 


to survive |ust 


by tuning in to these pages! 


To quote a very famous 
man, That's what I like, 
little people hitting each 
other.' Don't worry, 
you'll understand. — 


Brave and dedicated, our reviewers will be the 
first ones under their desks when the earth starts 
rockin' and rollin'! They're not THAT crazy! 


Ns riffle gem took us aH by surprise and we're still 
1 wondering what we've done to deserve such a fun 
k game. Not since the days of Lemmings {there, I've 
said it) have we seen a puzzle/strategy game with 
this much cham With a nvssron objective ss 
'.fx is destroying jexx worm opponents. 
it’s Hard to Imagine where Oils game offers 

veuiosacnticeaworm 

-ATASM-sriw r J ■ -'»ae iW ■« 

then, you’ll simpy have to dream o! a 

world where calling in an air strike is as VMMUM 


$ could happen any day! We're not scared! 
« After all, that's just their opinion... 


than you might* 


While not quite on the level of the Richter 
scale, we like our scoring system! 

% Good 20-29% Heinous 

% Average 10-19% Putrid 

% Lacking 1-9% Shoot Me 

% Crap 0% Cosmic Race 


100% Flawless 
90-99% Ultimate 
80-89% Excellent 
70-79% Very Good 


The Rocket Science: 

Each category of our scoring boxes is given a ‘weight’ — the higher the weight, the more 
important the category. We multiply each category's score by the weight, total them up and 
divide the answer by 18, which is the total ot all the weights combined. The resulting number 
is multiplied by ten to compute the final score for the game. 

Graphics: Weighted by a factor at two. 

MUSIC & Sound FX: Weighted by a factor of one. 

Innovation: Weighted by a factor of one. 

Gameplay: Weighted by a factor ot eight. 

Replay Value: Weighted by a (actor of six. 
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SUPER NES 


review 







GENRE / RPG 
PLAYERS /I 
PUBLISHER /Nintendo 
DEVELOPER / Square Soft 
AVAILABLE /now 
PRICE / $64.00 


Not all the new faces are friendly ones. 
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If you're a uhanulilLiWs Manoi 11 — - 
Mario fan Thank goodness you're here; 

from way 
back, there 
are quite a 
few faces 
you'll recog- 
nize along 
the way. 

Remember 
this guy? 


The PleaDfe 

You'll 


Taking the character development of traditional Mario 
games to the next level. 


With all the 
'talking' 
being done 
by some of 
the charac- 
ters, we'll 
finally be 
able to really 
get inside 
their heads. 


a 


: • 


Are YOU lookin' at me? 

i I don't |ik 


P or months we’ve all been drooling over the strategically 
released screens and information concerning Super Mario 
RPG , and now we finally get a chance to road-test this 
awesome little adventure. Entrusting its precious baby, Mario, 
to the talents of RPG masters Square Soft, Nintendo has given 
birth to a brand new kind of adventure 
game. OK, the truth is, it’s not really 
that different from the traditional 
RPG, but it does have a very 
distinct feel that gamers are 
sure to appreciate. 

Combining elements of 
a classic Mario 
action game and 
one of Square’s 
enormous adven- 
tures, Super 
Mario RPG is the 
perfect entry 
way into this 
world of unfolding 
storylines, level- 
ups 

and magic 


spells. This is not to say that RPG fans are going to be bored 
by the game’s intrinsic simplicity, but rather, with all its grace- 
ful features, those not familiar with RPGs will find this one an 
especially welcoming title. 

The primary keys to success for this game are in its 
intuitive interface and seamless blend of action and RPG ele- 
ments. While RPG fans are going to find joy in the 
traditional battle sequences and puzzle solving ele- 
ments, Mario action fans will feel right at home 
with all the jumping and critical timing 
aspects of the game. Another expected and 
delivered aspect of Super Mario RPG is the 
genuinely funny storyline, which includes 
all of the familiar characters from the 
world of Mario, as well as several new 
faces. All in all, Super Mario RPG is a 
game for the whole family (of gamers, 
that is). The adventure has plenty of 
size and complexity for the seasoned 
RPG pro and, for the action player, 
there is a real hands-on, interactive feel. 
Just as we all knew it would be, this game 
is everything Nintendo promised. GP 


There's something about play- 
ing a Mario game that makes 
the world feel right. In reality, 
nothing could be further from 
the truth, but it's a pretty good 
illusion. — Patrick Baggatta 
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T he Story 


'j; Uncovering clues by 

talking with the dif- 
ferent characters 
along the way will 
lead you to your 

Our heroes move on towards mission objectives. 


The best part of Super Mario RPG is uncovering the story 

qo \in ii rrnico arnnnri an H talk tn rliffp.rpnt nrP.atlirPS 


5 ' • 


into h rar 


MALLOW s He'L 


Let's see i-f we oan sneak up behind 

.him and fcjteh him, 


ELLOf? : Spores aiive // 1 
You're tetiing us that Gowser has 
,aMuo,ted. the Prf nc-ess A&AINJL^ , 


—— — II IIHIIIIIIII 

There will, of course, be some 
challenges along the way. 


A SECOND 

OPINION 

Wow! Being a huge fan of both Mario games and RPGs, I 
was really eager to get my hands on this one. I mean, 
Nintendo and Square — working together? Forget it, 
there’s no way this game could ever disappoint. Like 
Patrick, I was really impressed with the seemingly effort- 
less way that the action and RPG elements work together. 
Fans of both genres should genuinely be pleased. The 
game feels just like a Mario title, and 
exactly like a Square adventure. 

I also really, really like 
how combat is done. While the 
fighting is, at heart, the standard 
RPG ‘you hit, I hit’ formula, 

Square has implemented special 
bonuses for the more nimble-fin- 
gered players with a good sense 
of timing. A definite must for any 
iSuper NES owner! — Chris 


The Battles 


There are some elements of 
the story that may have a bit 
of a familiar feel. 


The battle sequences are | 
done in a traditional 
manner, with a 
few small exceptions. 


%■ -tf 




First, push 


Each character has a Generally speaking, the bigger the character, 
choice of manual the better the battle and the bigger the payoff 
and magic attacks of ^In- 

different strengths. . - 0 1 


GRAPHICS 


O The isometnc view 


creates a truly genuine 


3D feel. 


The traditional-style battles 
are based on a turn-taking, 
one strike per turn format. 


MUSIC & SOUND FX 


INNOVATION 


GAMEPLAY 
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PLAYSTATION review 


PLAYSTATION 


i .;t\ 


GENRE / action 
PLAYERS /I 
PUBLISHER / Acclaim 
DEVELOPER /Probe 
AVAILABLE / now 
PRICE / S54.99 


/id Db* 


This game is kinda like Doom, 


except that every once in a 
while, this thing bursts out < 
my chest. You know that's 


gotta hurt! — Chris Charla 



R eclaim has previously been known mostly for arcade 
ports like MK II or WrestleMania and movie license side- 
scrollers. This game marks their first real entry into the 
3D genre. So how’d they do? Very well indeed. 

The game is based on the whole Aliens movie trilogy 
license, so it doesn’t strictly follow the plot of any of the 
movies. Instead, you play Lt. Ripley, who has to go wipe out 
aliens in locations lifted from the three movies. Of course, 
thanks to the Company’s evil plans, you also are going to need 
to battle company goons, who are trying to retrieve alien spec- 
imens. 

Basically, the game looks, well, a lot like Doom. It’s a 
first-person, forward-scrolling shooter, set in tunnels and cor- 
ridors, for the most part. There is a great camera swing when 
you walk, that looks totally realistic (it can be turned off, if you 
get squeamish). As you progress through levels, each of which 
has a specific mission, you need to find weapon power-ups, 
battery packs, and door keys to continue. 

The game is really well done. The graphics are awe- 
some (although the aliens looked better in Alien vs Predator 


the gameplay is dead-on, and the game 
is really creepy. It really recaptures the 
feeling you get when watching Aliens— 
you see these blips coming closer and 
you just panic. I swear you’ll jump when 
one of those squid aliens jumps on you. 
Unlike Doom , there aren’t so many ene- 
mies that you’re constantly shooting. I 
really liked that — it added a lot to the 
game’s atmosphere. 

This is easily the most impressive 
Acclaim title I have ever seen. The 
action is awesome, and the movie 
license really adds to the game. In fact, 
this review was late because I couldn’t 
stop playing it. Oh well... as long as 
there’s Alien Trilogy in The Box, I’ll 




be OK. GP 




It's just you 
and the 
Queen in 
the end. 


D HllllfHItlil 


The graphics are 
downright creepy 
at times. 


a'loiimimiiimiimti 


GRAPHICS 


Up dose and personal with a sparkly alien 


MUSIC & SOUND FX 


INNOVATION 


GAMEPLAY 


O Great graphics. They fit 
the game perfectly. 

Aliens looked better in 
Alien vs Predator. 


O Atmospheric sounds 


are extremely good. 


Better gun sound 


effects would have been 


kinda nice. 


ULTIMATE 


O They have developed an 


innovative 3D engine. 


...but it's still Doom. 


1 % 


j O The first Doom game 
that didn't get boring 
really quickly! 

© The license actually fits 
well with the gameplay! 


Another 
Company 
goon felled 
by your trusty 
Plasma Rifle. 


REPLAY VALUE 
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O Especially on maximum 
difficulty, this will take a 
while to get through. 

On the easiest level, it 
goes by pretty fast. 















‘COLLEGE SLAM’ Match up over 44 college rival 
teams in this arcade style, 2 on 2 basketball game 
featuring 3 modes of competition, alley oops, special 
fraternity teams and college arenas. SNES $62 



‘A-TRAIN’ You’ll 
start with a bit of 
bare land and a 
small bank loan, 
then establish 
transportation 
systems, buy 
and sell land 
and businesses, 
and even invest 
in the stock mar- 
ket. If all goes 
well, you’ll be 
rich and power- 
ful. PSX $46 



‘MARVEL SUPER HEROES: WAR OF THE 

GEMS’ Choose your favorite Marvel charac- 
ters and battle Thanos, the most dangerous 
villain in the Marvel Universe! SNES $54 



‘PRIMETIME 
NFL FOOT- 
BALL’ Now you 
can experience 
the real thing, 
Sega Saturn pro- 
vides the most 
realistic sports 
gameplay ever. 
Dynamic per- 
spectives and 
big time action 
puts you in the 
middle of every 
play. SAT $59 



‘IRON STORM’ 

Presents players 
with the option 
of controlling the 
German, 
Japanese, or 
American forces 
in two modes of 
play, scenario 
or campaign. 
The player 
can choose to 
fight one of 54 
separate bat- 
tles! SAT $52 


3DO ■ SEGA GENESIS 


SEGA MARS 32X 


PSX KICK & PUNCH ! 


3DO System Panasonic$199 
3DO 6 Button Ctrl Pad $26 
3DO M2 Acc. Panasonic $249 
7th Guest 2: 1 1th Hour $52 
Alone in the Dark 2 $46 

Blade Force $26 

BrainDead 13 $49 

Captain Quazar $54 

Carrier: Fortress at Sea $52 


Casper 

$46 

Chess Wars 

$48 

Creature Shock 

$44 

Cyberdillo 

$52 

Deadly Skies 

$52 

Doom 

$44 

Dragons Lair 2 

$52 

Fast Draw with Gun 

$64 

Foes of Ali 

$52 

Game Guru 

$29 

Golden Gate 

$52 

Isis 

$52 

Killing Time 

$32 

Lost Eden 

$32 

Maximum Surge 

$54 

McKenzie & Co. 

$52 

Mortal Kombat 3 

$59 

Primal Rage 

$46 

Shock Wave 2 

$52 

Space Hulk: Vengeance 

$52 

Varuna’s Force 

$52 

WaterWorld 

$52 

Wing Commander 4 

$56 

GAME GEAR 

Best of Mega Man 1-5 

$34 

NHL Hockey 96 

$36 

Primal Rage 

$39 

Return of the Jedi 

$36 

Urban Strike 

$36 

CDI 

7th Guest DV 

$52 

Axis & Allies 

$39 

Dragons Lair 2 

$44 

Escape from Cyber City $19 

Merlin’s Apprentice 

$44 

Zelda: Wand o’Gamelon $44 

HINT BOOKS 

Atari Jaguar 

$14 

Batman Forever Survival $8 

Breath of Fire 2 

$12 

Chrono Trigger 

$16 

Donkey Kong Country 2 

1 $12 

Doom 

$8 

Dust 

$16 

Final Fantasy 3 

$11 

Killer Instinct, Unofficial 

$12 

Lunar 2 

$13 

MK2 Pocket Kodes Book $8 

MK2 Fighters Kompanion $9 

MK3 Players Guide 

$11 

MK3 Pocket Kodes 

$6 

Popful Mail 

$14 

Primal Rage Arcade 

$12 

Primal Rage Unauthoriz’d $8 

Secret of Evermore 

$12 

Secret of Mana 

$12 

Shadows of the Empire 

$8 

Ultimate PSX Cheaters 

$8 

Vay 

$13 

Virtua Fighter 

$10 

Yoshi’s Island 

$12 


Genesis CD RAM Cart 

$49 

Genesis Nomad System $179 

Addams Family Values 

$44 

Bass Masters Classic 

$46 

Batman Forever 

$32 

BrainDead 13 CD 

$49 

Bugs Bunny: Dble Trouble $42 

College Football 2 

$44' 

College Slam Bsketball $56 

Comix Zone 

$44 

Converse Hrdcore Hoops $59 

Dragons Lair 2 CD 

$52 

EarthWorm Jim 2 

$62 

Exo Squad 

$39 

FIFA Internat’l Soccer 96$56 

Flintstones Movie 

$44. 

George Foreman 

$39 

Lobo 

$56 

Lunar 2 CD 

$49 

Myst CD 

$46 

Madden Football 96 

$58 

Marsupilami 

$36 

Mission Impossible 

$56 

Mortal Kombat 3 

$64 

NBA Live 96 

$59 

Nightmare Circus 

$52 

Olympic Sm’r Games ‘96 $58 

Phantasy Star 4 

$83 

Pocahontas 

$59 

Prime Time NFL FB 96 

$58 

Samurai Showdown CD $36 

Scooby Doo 

$52 

Shining Force 2 

$66 

Star Trek Deep Space 9 $46 

TNN Outdoor Bass '96 

$56 

Tecmo Super Bowl 3 

$49 

Toy Story 

$66 

Ultimate Mortal Kombat 3 $69 

Vector Man 

$52 

WWF Arcade 

$59 

WeaponLord 

$59 

World Series Bseball ‘96 $54 

X-Perts 

$58 


NEO GEO 


NG CD Joypad Ctrller 

$19 

NG CD System 

$349 

Aerofighters 3 CD 

$54 

Art of Fighting 2 CD 

$46 

Baseball Stars Pro 2 CD $46 

Blue’s Journey CD 

$46 

Double Dragon CD 

$52 

Fatal Fury 3 CD 

$54 

Fatal Fury Special CD 

$44 

Football Frenzy CD 

$46 

Ghost Pilots CD 

$46 

Kabuki Klash CD 

$52 

King of Fighters ‘95 CD 

$59 

Magician Lord CD 

$54 

Nam 1975 CD 

$46 

Neo Mr. Do CD 

$54 

Pulstar CD 

$59 

Samurai Showd’n 3 CD $59 

Savage Reign CD 

$54 

Stakes Winner CD 

$54 

Street Hoops CD 

$46 

Super 8-Man CD 

$46 

Super Sidekicks 3 CD 

$54 

Thrash Rally CD 

$46 

Top Players Golf CD 

$46 

View Point CD 

$46 

Voltage Fighter CD 

$59 

World Heroes 2 Jet CD 

$46 

World Heros Perfect CD $69 

Zed Blade CD 

$69 


Kolibri 

$58 

Pitfall 

$59 

Primal Rage 

$56 

Prime Time NFL FB 96 

$66 

Slam City CD 

$39 

Spiderman: Web of Fire 

$58 

T-Mek 

$52 

Virtua Fighters 

$59 

Wirehead / Sega CD 

$39 

World Series Baseball 

$59 


ATARI JAGUAR 


Jaguar CD System 

$139 

Jaguar Power Kit 

$106 

Jaguar Pro Controller 

$24 

Alien VS Predator CD 

$56 

Alien Vs Predator 

$59 

Arena Football 

$59 

Burnout 

$39 

Defender 2000 

$54 

Doom 

$39 

Fight for Life 

$59 

Highlander CD 

$39 

Hover Hunter 

$54 

Hover Strike 

$38 

Kasumi Ninja 

$19 

Mortal Kombat 3 

$62 

Myst CD 

$54 

NBA Jam T.E. 

$59 

RayMan 

$58 

Space Ace CD 

$52 

Ultra Vortex 

$39 

Wayne Gretzky CD 

$59 

PSX HARDWARE 


Sony Playstation, Core $319 

Sony Playstation $349 
ASCII Flight Sim Stick $52 
Game Shark $56 


Mad Catz Steer'g Wheel $75 
PSX Controller $22 

PSX Memory Card $24 

1 PSX ADVENTURE 1 

7th Guest 2: 1 1 th Hour $52 

Alien Trilogy 

$52 

Alien Virus 

$52 

Blazing Dragons 

$52 

Casper 

$47 

Castlevania:Bloodletting $44 

Chronicles of the Sword $52 

Cyberia 

$52 

D 

$52 

Dark Stalkers 

$52 

Die Hard Trilogy 

$54 

Disc World 

$52 

Earthworm Jim 2 

$48 

Fox Hunt 

$52 

G-Police 

$54 

Hyper 3-D Pinball 

$52 

In the Hunt 

$44 

Kingdom O’ Magic 

$54 

Legacy of Kain: Blood $54 

Monstrous City 

$54 

Myst 

$52 

Philosoma 

$52 

Psychic Detective 

$54 

RayMan 

$52 

Return to Zork 

$46 

Revolution X 

$52 

Ripper 

$54 

Spawn 

$54 

Spot Goes To Hollywood $54 


Mortal Kombat 3 $52 


Primal Rage 

$52 

Street Fighter: Alpha 

$52 

Tekken 

$47 

Toh. Shin Den 

$54 

Toh Shin Den 2 

$49 

PSX ROLEPLAYING 1 

Dark Sun 

$52 

1 Have No Mouth 

$52 

King’s Field 2 

$52 

Slayer 

$52 

Werewolf: Apocalypse 

$66 

PSX SHOOTERS 

Air Combat 

$46 

Armed 

$52 

Assault Rigs 

$52 

Doom 

$54 

Fade to Black 

$52 

Hive 

$47 

Johnny Bazookatone 

$52 

Krazy Ivan 

$52 

Last Bounty Hunter 

$54 

Loaded 

$52 

Lone Soldier 

$56 

Raiden 

$44 

Resident Evil 

$52 

Star Blade 

$44 

PSX SPORTS 

3-Decathlon 

$52 

3D Baseball '95 

$54 

Big Bass World Champ 

$52 

Boxing 96 

$52 

ESPN Extreme 

$44 

FIFA Int’l Soccer 96 

$52 

Front Page Football 96 

$58 

Hardball 5 

$52 

MLBPA Baseball 

$48 

NBA 96 

$52 

NBA In The Zone 

$48 

NBA Live 96 

$52 

NFL Game Day 

$52 

Power Sports Soccer 

$52 

TNN Outdoor Bass ‘96 

$54 

VR Baseball 

$56 

VR Soccer 

$56 

WWF Arcade 

$52 

I PSX SIMULATIONS 

Chaos Control 

$44 

Descent 

$52 

Destruction Derby 

$54 

Mick Thompson’s S-cross $52 

RazorWing 

$54 

Ridge Racer 

$44 

Rock & Roll Racing 2 

$44 

Twisted Metal 

$54 

WarHawk: Red Mercury$54 

Wing Commander 3 

$52 

Wipeout 

$52 

PSX STRATEGY 


A-Train $46 

Panzer General $52 

Romance 3 Kingdom 4 $49 
Shanghai: Triple Threat $29 
Sim City 2000 $49 

Syndicate Wars $52 

Warhammer Fantasy $52 


©1996 CHIPS & BITS, INC. 



‘MYST’ The sur- 
realistic adventure 
that will become 
your world. 
Journey to an 
island tinged with 
mystery, where 
only your wits and 
imagination will 
unlock an 
ancient betrayal 
of the past. 
Features 3D 
photo realistic 
graphics. $46 


SATURN HARDWARE 


Saturn System CORE 
Saturn System 
Game Shark 
Saturn Back-Up Cart 
Saturn Stunner Gun 

$299 

$349 

$54 

$46 

$44 

SATURN ADVENTURE 1 

7th Guest 2: 11th Hour 

$52 

Alien Trilogy 

$52 

Blazing Dragons 

$52 

Castlevania: Bloodletting $44 

Dragons Lair 2 

$52 

Earthworm Jim 2 

$48 

Fox Hunt 

$52 

Horde 

$45 

Kingdom O’ Magic 

$54 

Legacy of Kain: Blood 

$52 

Mr. Bones 

$52 

Revolution X 

$52 

Skeleton Warriors 

$48 

Spot Goes To Hollywood $54 

[SATURN KICK & PUNCH 1 

Brutal 2210 

$54 

Mortal Kombat 2 

$48 

Night Warriors 

$52 

Primal Rage 

$52 

Rise of the Robots 2 

$52 

Street Fighter: Alpha 

$52 

Toh Shin Den 

$54 

Virtua Fighters 2 

$56 

[SATURN ROLEPLAYING 1 

Dark Sun 

$52 

Lunar: Director’s Cut 

$54 

Magic Knight Rayearth $52 

Shining Wisdom 

$52 

Werewolf: Apocalypse 

$66 

1 SATURN SHOOTERS 1 

Johnny Bazookatone 

$52 

Shell Shock 

$52 

Solar Eclipse 

$52 

Virtua Cop with Gun 

$69 

1 SATURN SPORTS 1 

3D Baseball 95 

$52 

Center Ring Boxing 

$52 

Frank Thomas Baseball $52 

NBA Action 

$52 

NBA Basketball 

$44 

NFL Quarterb'ck Club 96$52 

Prime Time NFL FB 96 $59 

Upper Deck Basketball $54 

VR Baseball 

$54 

VR Hockey 

$54 

VR Soccer 

$54 

WWF Arcade 

$52 

World Series Baseball 2 $54 

I SATURN STRATEGY 

Buster Brothers 

$44 

Iron Storm 

$52 

PTO 2 

$52 

Panzer General 

$54 

Pinball Arena 

$54 

Return Fire 

$52 

Shanghai: Triple Threat $29 

Theme Park 

$52 

Zoop 

$44 


SNES 


Super Nintendo System$1 39 

Supr Nin System, Core 

$95 

Boogerman 

$49 

Chrono Trigger 

$72 

Civilization 

$62 

DirtTrax FX 

$66 

Donkey Kong Country 2$64 

Doom 

$56 

EarthWorm Jim 2 

$62 

Final Fight 3 

$52 

Killer Instinct 

$62 

Lobo 

$56 

Madden Football 96 

$58 

Marvel Super Heroes 

$54 

Mega Man X 3 

$59 

Mohawk & H’dph’ne Jack $62 

Mortal Kombat 3 

$64 

NBA Live 96 

$58 

Olympic Summer Games $62 

PTO 2 

$62 

Real Monsters 

$56 

Revolution X 

$64 

Romance 3 Kingdoms 4 

$65 

Secret of Evermore 

$62 

Star Trek Deep Space 9 

$36 

Super Mario RPG 

$66 

TNN Outdoor Bass ‘96 

$61 

Tecmo Super Bowl 3 

$56 

Toy Story 

$72 

Ultimate Mortal Kombat 3 $69 

WWF Arcade 

$66 

WeaponLord 

$54 

Yoshi’s Islnd/Spr Mario 2 $64 


NINTENDO 64 


Nintendo 64 System $269 

Body Harvest 

$62 

Cruis’n USA 

$56 

Donkey Kong Fantasy 

$59 

Doom 

$62 

Final Fantasy 7 

$59 

Gidden Eye 

$59 

Golden Eye 007 

$62 

Ken Griffey Jr. Baseball 

$59 

Killer Instinct 2 

$59 

Kirby Bowl 

$59 

Legend of Zelda 

$62 

Mega Man 

$59 

Mortal Kombat 3 Plus 

$69 

Phear 

$69 

Pilot Wings 

$62 

Red Baron 

$62 

Robotech 

$62 

Shadows of the Empire$62 

Star Fox 

$62 

Street Fighter 

$59 

Super Mario 

$62 

Top Gun 

$62 

Top Gun: A New Advntre $56 

Turok: Dinosaur Hunter 

$56 

Wave Race 

$62 

VIRTUAL BOY 

Virtual Boy System 

$142 

Galactic Pinball 

$38 

Mario Clash 

$38 

Panic Bomber 

$40 

Red Alarm 

$34 

Teleroboxer 

$34 

Vertical Force 

$40 

Virtual League Baseball $37 

Wario Cruise 

$46 

Waterworld 

$50 

Worms 

$49 



■ 


Call NOW 
to Order 
802-767-3033 

Fax 

802-767-3382 

Source 

10663 

P0 Box 234 
Dept 10663 
Rochester 
VT 05767 

OVERNIGHT SHIP- 
PING in US $4 per 
order. Mail to 
Canada, PR, HI, 
AK, APO, FPO $4 
per order. World- 
wide airmail $6 per 
item. Handling $2 
per shipment. 
Hardware orders 
may require addi- 
tional shipping 
charges. Call tor 
details. 

Visa, MC and 
Discover accepted. 
Checks held 4 
weeks. Money 
orders same as 
cash. COD $8. Def- 
ectives replaced 
with same product. 
Most items ship- 
ped same day. 
Shipping times 
may vary. Price 
and availability 
may change. All 
sales final. 


CHIPS&BITS 
































PLAYSTATION review 



Slam on the 
brakes or peel 
ut and the track 
marks show up 
on the road. 


Racing at ddsfc- 
or dawn pro- 
vides a different 
look to the race 
and gives end- 
less variety. 


KIDS 10 ADULTS 


PLAYSTATION 


GENRE / racing 
PLAYERS /lor 2 
PUBLISHER /Electronic Arts 
DEVELOPER / Pioneer Productions 
AVAILABLE / now 
PRICE / S54.99 


Poaa & Track Presents 


I laughed, I cried, I 
got to drive a 
freakin' Porsche! 
And this time I didn't 
even get arrested! 
—Mike Salmon 


> 

It W*®* ' 







W hat could possibly be better than getting behind the wheel of a high- 
performance sports car on the open road? Besides doing something in 
the back seat of a high-performance sports car, I can’t think of any- 
thing. And that inherent desire to travel at extreme speeds is exactly what Need For 
Speed is counting on for its audience. 

Getting a chance to fly over hills in a Dodge Viper, Lamborghini, Ferrari, 

Porsche, Corvette, Mazda RX 7, Toyota Supra 
Turbo, or Acura NSX is something not many of 
us are ever going to do (at least ^ 

without performing some kind f u « 

of felony), but in Need I I BV AAM rCiy ^ \ 

The tracks make Need For Speed, 


you’ve got 
the keys 


with their incredible variety and graphics. 


the reset button as your insurance. The 
six tracks in the game are absolutely 
beautiful, with the least amount of 
draw-in that we’ve seen in a racing 
game yet. Three of the tracks are 
open road races divided into seg- 
ments, where the scenery can 
change from the city to bridges to 


GRAPHICS 


snow-covered mountains. The other three tracks 
are equally as impressive, but use the standard 
lap design. 

Start by going head-to-head 
against a computer-controlled car and weave 
through traffic and outrun the fuzz. You can 
also link-up or use a split-screen mode to 
challenge your friend to the ultimate road race 
If you want a more traditional race, take on the 
other seven machines. Finally, you can go into a 
tournament and try to beat every track. You can 
even choose whether you want to 
race in the morning, afternoon, or 
evening. With this many options you 
can spend days never repeating a race. 

However, Weed For Speed is far from per- 
fect. The main problem is that the game never gives you 
the feeling of control or pure speed. You have to slow down to take the 
tough corners, and that’s not quite as fun as sliding through a turn at 
200mph. Still, with the awesome graph- 
ics and variety in tracks, Need For Speed 

r1pll\/prc 3 hinh-cnooH thrill rirla thoto 


Racing through the snow- 
capped mountains is great, but 
don't get caught in the ice or 
you'll find the going tough. 


0 The tracks are detailed, . 
solid, and varied. §,# MUSIC 

The cars are a bit boxy 

looking, but the dashboard o Some of the tunes are 


MUSIC & SOUND FX 


is sharp. 


totally awesome... 

...and some really suck. 
Plus the car noises can be 
real annoying. 


INNOVATION 


| C Racing head-to-head, 
with the cops in pursuit, is 
very radical! 


GAMEPLAY 


EXCELLENT 
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ft's a racer with tons of 
options, but nothing new. 




5 Weaving through traffic 
and outrunning the cops 
are always good features. 

The control isn't as 
responsive as other racers. 


REPLAY VALUE 


I O Six huge, detailed tracks 
keep you coming back. 

Linked PlayStations or split- 
screen allows two-player 
racing action. 
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Is Shining Wisdom tine game 
that leads the way to new, 
unexplored 32 -bit worlds? 


Little, short, fat people with 
really big heads want to know! 

— Roger Burchill 


L ~‘ Y’ s one of the first RPGs available for . 

U /'Npnext generation systems, Shining ' 
'Sr J if Wisdom has the unfortunate distinction 
of being burdened by high expectations. But instead 
of being the next great thing in RPGs, Shining Wisdom is more 
an extension of the gameplay that made 16-bit RPGs popular. 

Graphically, the game can at best 
i S&g be considered a slight improve- 
- H ment of what was seen in the 

16-bit era. with sharper. 

• AlaR. crisper graphics 1,131 uti_ 

, lize the Saturn’s 

- SB , expanded color 

I I O * palette. But the true 

IW Th 32-bit graphics are 

M ,. ^ reserved for the 
\ '/* 1 - rendered intro 
'■ .i| M '#• • sequence with the 
f familiar ‘short, fat guy’ 
* '■ \ graphics incorporated in 

\ the actual gameplay. 
fly. There is also no significant 
. improvement in the adequate, but 

forgettable, sound and music. Game con- 
trol is somewhat clunky, which is distracting when battling 
enemies. There isn’t an in-depth hit point system. Gameplay is 
pretty much explore, hit the attack button, run and pick up lots 
of stuff. 

But as much as Shining Wisdom seems like a 1 6-bit 
RPG experience, I hesitate to hold this against it. The game is 
a solid addition to the RPG genre, with an expansive storyline 
and challenging puzzles. Replay value remains high, as should 
be expected of RPGs. Most traditional RPG fans will find it a 
satisfying game experience. So while this isn’t the revolution- 
ary RPG everyone is waiting for, rest assured, those games 
are coming. But in the meanwhile, for a solid, entertaining 
RPG look no further than Shining Wisdom. OP 


Yup, you got it. 
When the 
gameplay J 
begins, 
you're con- 
trolling the m 
same old 
short, fat 
guys, but at 
least every- 
thing seems a ; 
little sharper on 
the Saturn. 


ft : ill Meet the cast in the rendered intro sequence 
KB 1 10 ° c,laracters don't look this good in 

the gameplay. 

Br* Clunky game control detracts during 
Wr battles, but there are plenty of power- 
* ups. Hems and gold to collect while 
roaming the countryside. 
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GENRE / RPG 
PLAYERS / 1 
PUBLISHER / Working Designs 
DEVELOPER / Sonic! Software 
AVAILABLE / now 
PRICE / $69.99 


s txzns 
Gameplay retains 
the standard RPG 
format throughout, 
but the soul of any 
RPG is its story. 

Shining Wisdom's 
storyline is very 
good, indeed. 


GRAPHICS 


O Everything is crisp and 
very sharp. 

Still, the RPG staple of 
controlling short, fat guys 
is wearing thin. 


MUSIC & SOUND FX 


0 Nothing really grating. 
I've heard worse before. 

Sadly, the sound isn't 
significantly improved over 
16-bit RPGs. 


INNOVATION 


O Not a great leap from 
existing RPGs, but solid. 

Still waiting for the RPG 
that truly utilizes all the 
benefits of 32-bH systems. 


GAMEPLAY 


O Sound storyline and 
gameplay won't disappoint. 

Character control is a 
little clunky, which can be a 
problem during battles. 


VERY GOOD 


REPLAY VALUE 


O The story, the heart of any 
RPG, keeps you coming back. 

There's always an end to 
every story and you'll 
eventually solve it. 







SATURN 


review 



manages to Vg 
. have a fresh 'I 
feel every ' 
gfj| time you pick 
. J it up. GP 


62 GAME PLAYERS May 1996 


GENRE / fighting 
PLAYERS / 1 or 2 
PUBLISHER /Capcom 
DEVELOPER / Capcom 
AVAILABLE / now 
PRICE / S59.00 


The truth of the matter is 
that scary games are just 
plain better than their non 
scary counterparts. Go 
figure. — Patrick Baggatta 


ERS REVEN 


With A Bizarre Twist 

While there is no denying the connection to other Capcom 
games, Night Warriors does have its own wacky charm. 

Sasquatch — 
he's big, he's 
bad, he's 
exactly the 
kind of crazy 
character for 
which this 


Y ou know, it’s long been accepted in the videogame 
industry that Capcom is as good as it gets when it 
comes to 2D fighting games. Enter Night Warriors: 
Darkstalker’s Revenge for the Saturn and again we are treated 
to a top quality brawler, with all the great qualities Capcom 
has become known for in such games as X-Men: Children of 
the Atom and the Street Fighter senes. In all fairness, there’s 
not really very much difference between any of these games, 
but if you like 2D fighting action, you can’t really go wrong 
with any of these titles — including Night Warriors. The sequel 
to the arcade hit, Darkstalkers, Night Warriors has all the great 
ghoulish characters introduced in the original, as well as some 
new dark and moody characters to carry on the proud tradition 
k of ghoul fighting. 

Just in case you’ve 


elements. First and foremost, Night Warriors is an ultra- 
smooth and crisp fighting game based on pinpoint timing and 
almost chess-like battle strategies. Beyond the impeccable 
fighting engine, the game possesses a cast of intri- 
cately conceived characters, all with distinct 
fighting styles and strengths. All of these ele- 
ments that were first created for the arcade 
are meticulously recreated on the Saturn to 
absolute perfection for the ultimate in 
delivering the arcade experience. 

Finally, Night Warriors is just plain 
fun. With an endless supply of 
potential battle plans, Night 
Warriors is a great two- 
player game that 


game 
is known. 


somehow managed to 
follow the videogame 
industry without ever 
experiencing a Ms, 
Capcom brawler 
and, more specifi- ^§f |g g 
cally, the 

Darkstalker Jag®® 
series, what ggHg if 
makes them f§ 

great is a g| 

combination of 

v WPm. 


- There are several unbelievable laws of nature which 
must simply be accepted to enjoy this game. 


Bullet train coming through I There are some cool little twists on traditional fighting game moves. 
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One of the best aspects of Night Warriors is the extensive 
list of special moves to discover and master. 


Morrigan's Soul 
Fist is the kind 
of attack that 
shows you 
she means 
business. 


‘S**! l^r Victor 

SS?' most of his 
W' best work with 
his brute strength. 


It won't take long before your opponents 
learn to fear Felicia's Rolling Scratch. 


Tnlbain's Drooon 


Anakaris came all the i 
way from ancient Egypt to 
kick your ass! 
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he Characters You Love To Fear 


A SECOND 

OPINION 


Let’s face it, only a few games have characters rich enough to actually lead to an animated series. 

* juI Ah, sweet Morrigan. I Lord Raptor is a 

f . Ok, What can we say? ' C* bizaire little mix of 

^9%.. She's awesome! skeletal remains 

aBK '*#(. WSfeyr * and power tools. 

ripB>. din He's hard to appre- 

date until you see 

Felicia is 
every cat 
lover's dream. 


You know what's really scary? Patrick's eyes turn an amber 
color whenever he plays a 2D fighter, it’s just real weird. 
Anyway, Night Warriors ms a great arcade game and is an 
even better home game. The graphics and speed are just 
as good as the arcade version and the ability to practice 
your moves without waiting in line brings the strategy ele- 
ments to the forefront even more. This is Street Fighter, 
X-Men, Marvel Super Hemes, and every other perfectly 
executed 2D fighter Capcom has 
ever done. We could punish them A W 
for making a great game, but J3 hJ|. 

these games are just damn fun. 

And fun is something that is get- 
ting harder and harder to find in jjR 
games these days, so bring on 
Night Marvel X-men II Tipbo 

Edition. Well play it. —Mike ~ , W y 


K Probably the best 
pi known of the 
jV, group is Jon 
zr j£ Talbain, the were- 
l wolf. Is it any 
wonder why? 


y'i . Demitri is sgTW; 

I rTV- quite possi- 
j t. V '. bly the very §’% 

« ’’ i y r ’ definition ® - 

of evil. i 

Hsien-Ko'smagicisnottobe Pretty 1 

taken lightly. Get the point? cool, eh? 


GRAPHICS 


O The animation is 
extremely smooth. 

O The characters are 
uniquely developed. 


MUSIC & SOUND FX 


The music is fitting. 

The sound effects are 
good, but pretty standard. 


INNOVATION 


There are some cool 
new moves. 

The 2D fighting genre 
has been done to death. 


GAMEPLAY 


© The control is really 
incredibly responsive. 

Two speeds to choose 
from — fast and faster. 


REPLAY VALUE 


O The fighting strategies 
are countless. 

0 Playing against a 
human opponent is 
always fun. 
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r ARSENAL- 

You’ve never known a ' 
worm with this kind of fire' 
power. Pray you find him 
L before he finds you. 
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SATURN 


GENRE / puzzle/strategy 
PLAYERS /l- 4 
PUBLISHER / Ocean 
DEVELOPER /Team 17 
AVAILABLE / now 
PRICE/ $59.00 


■i 

H 




To quote a very famous 
man, That's what I like, 
little people hitting each 
other.' Don't worry, 
you'll understand. 

— Patrick Baggatta 


Without a doubt, the Air 
Strike is one of the most 
dramatic weapons at k. a, 
your disposal. Use m 
it wisely. 




-■ 


1 . 


The Homing Missile is 
just the kind of sophisti- 
cated weaponry that 
makes a worm consid- 
erably more dangerous 
than you might expect. 


If you liked 
Lemmings, then 
you're likely to enjoy 
Worms, but they are 
not, I repeat, NOT 
the same game. 


The Bazooka is a good all- 
around weapon, but it lacks the 
sophistication of some 
other weapons. 


With its 


generated landscapes 


MUSICS SOUND FX 


Worms is never the same 


game twice. 


0 The worm sound 


INNOVATION 


T his little gem took us all by surprise and we’re still 
wondering what we’ve done to deserve such a fun 
game. Not since the days of Lemmings (there, I’ve 
said it) have we seen a puzzle/strategy game with 
this much charm. With a mission objective as 
clear as destroying your worm opponents, 
it’s hard to imagine where this game offers J 
any sort of challenge, but the first time M 
you’re forced to sacrifice a worm 
Kamikaze-style, you’ll understand. Until 
then, you’ll simply have to dream of a 
world where calling in an air strike is as 
easy as riddling worms with an Uzi. 

One of the best features in Worms is 
the spontaneously generated environments, 
creating an endless supply of fresh playing ^ 
fields. With this feature, neither you nor your oppo- 
nents will be able to master a specific playing field, which 
adds a whole new life to the game. Also awesome are the 
non-combat options, such as the Flame Thrower, Ninja Rope 
and Bungee cord. Careful use of these strategy elements to 
set up an intricate attack or develop an impenetrable 
defense also adds a great deal to 
the game’s overall depth. 

The single most important 
feature in Worms, however, is the 
ability to play with as many as four 
players at a time. Pitting your 
wormy skills against three other 
worm-masters is the ultimate in 
multi-player fun. In the end, 

Worms is the kind of game that 
has to be played to be appreci- 
ated, and once you’ve tried it, 
you’ll be hooked. GP 
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War, destruction, and the vicious 
slaying of men are the staples of 
gameplay, butlhe squishing 
noise is the frosting on the cake. 

— Mike Salmon 

capture the flag by 


The basic premise of the game is to 
destroying your opponent. Over 100 different landscapes pro- 
vide you with plenty of variety in your missions, and the 
two-player game never gets old. As general of your small 
army, you control Choppers, Tanks, Jeeps, and a mine-laying 
APC. Your mission is to deploy your vehicles one at a time, 
clear... uh... destroy a path, and find the other 
team’s flag. If you can find it first, then send 
the jeep in to pick up the flag, but any 
'i, ;'•>'* B enemy fire will destroy your jeep. It takes 
' I good navigational skills, a cohesive strat- 
egy, and some good shooting to make 
good in Return Fire. 

■ B The one-player is a load of fun, but 

can tire real easily. However, matching wits 
with a friend in the two-player game is simply 
awesome. Chasing down his jeep with your chopper to spoil 
victory or taking out a bridge so he can’t get his tanks into your 

1 territory are the types of strategy 

elements that make Return Fire 
so enjoyable. 

While Return Fire's relatively ~ 

simple graphics no longer push " 

the envelope of technology, this j* 
title is a sweet game from start ” 
to finish. GP f 


A lmost a year ago, Return Fire came in for the 3D0 and 
shocked us all with its addictive gameplay, cool sound- 
track, and smooth graphics. Now, Time Warner brings it 
to the PlayStation. Usually we aren’t real fond of companies 
porting old games to new systems (since we’d rather see new 
games designed for new systems), but Return Fire is such a 
classically designed game that it’s good on any system. 


The jeep is the only way to grab 
the flag. The inflatable tires can 
keep you away from enemy fire. 


r’Saf PE Themissile- 
loaded APC is 
real slow, but its 
powerful rockets and 
mine-laying abilities 
make it crucial in the 
two-player game. > 


I 


The chopper is tough to 
control at first, but 
easily covers the most 
ground and can be 
deadly when strafing. 


The tank is the perfect 
weapon of destruction, 
and man, is squishing the 
little enemies fun! 
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ipP*' GENRE / action 

PLAYERS / 1 or 2 
PUBLISHER / Time Warner Interactive 
DEVELOPER /Prolific 
AVAILABLE / now 
PRICE /S54.99 


There is nothing about Return 
Fire that is as good as taking 
on (or preferably, out) your 
friend in a two-player game. 

'Oh never mind ’ . ' HOy 

me. I'm just 
crossing the 
bridge. Not lay- 
ing any mines ; v 
here, nope.' 


Til just cruise this 
Jeep over the 


bridge, grab that 
flag and — D'oh! 
knew he was 
laying mines.' 


With over 100 
different land- 
scapes, you'll 
find new and 
exotic ways to 
kill your friends. 
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This little piggy went 
to market, or any- 
where else you 
decide to leave him. 


Avoiding the 
falling 


grandmas never 
fails to be a thrill 
- no matter how 
much you love 
her cooking. 


46x 


If you 


like what 


SATURN 

GENRE / action 


PLAYERS /I 

PUBLISHER / Playmates 
DEVELOPER /Shiny 
AVAILABLE / now 


Though EJ 2 for the Saturn is 
not much different from the 16 - 
bit versions, it's still worthwhile. 
Besides, the talking cows are 
funny every time... to me... 
anyway... — Patrick Baggatta 


■» / Jien considering Earthworm Jim 2 (EJ 2) for the Saturn, it’s tempting 
M/ to contemplate the awesome 3D abilities of the hardware and wonder 
V » why they're not represented in the game. Surely, after all, it couldn’t 
have been that difficult to throw in a few 3D elements or flashy effects just to 
remind the player of the hardware on which they’re playing. The developers of 
EJ2 for the Saturn, however, chose to do a pretty close translation of the 16-bit 
version. The question then becomes, can the game that wowwed us all on 1 6- 
bit platforms just a few short months ago have the 
same impact on a 32-bit system? For the most 
part, the answer is no, but the situation is not 
as dire as it may seem. 

The fact of the matter remains 
that EJ 2 is an inventive, and challeng- 
ing, side-scrolling action game with 
all the zany fun of the original. True, 


there’s nothing technologically astonishing when considering its 32-bit compe- 
tition, but when the gameplay is there, technology ceases to be the most 
important issue. When the developers decided to leave the original 
game pretty much intact, they were only paying it the respect it 
deserved. What this means in the end is that if you already own a 
1 6-bit version of EJ 2, then its revamped back- 
grounds and enhanced color palette are not 
really enough to merit a second pur- 
chase. However, if you missed the 
game the first time around, 
it’s well worth picking 
up on the 
Saturn. GP 


| The puppy- 
bouncing 
portion oflhe 
' game is one of 
r ' the most chal- 
lenging and 
' wacky aspects. 
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*SS 

0 

The animations are 
smooth and inventive. 

Rich colors and paral- 
lax scrolling add to the 
depth of the landscape. 


The original 
Earthworm Jim ms 
loved for both its 
. first-rate gameplay 
and overall 
craziness. The 
tradition continues... 


GRAPHICS 


MUSIC & SOUND FX 


j O The sound effects are 
on par with a top-quality 
cartoon production. 

The music fits the bill, 
but is less than memorable. 


INNOVATION 


EXCELLENT 


1 % 


0 There are new game- 
play elements, such as 
puppy bouncing. 

The basic object of the 
game is pretty standard. 


lijPf riZ 

ffwUNVniSvvv^--- 

i M 'J »3§ 

l r wmM 1 

GAMEPLAY 1 


0 The controls are intu- 
itive and responsive. 

| ( Multiple gameplay ele- 
ments keep the game 
from growing stale. 


REPLAY VALUE 


O The challenge level is 
pretty high. 

j O There are tons of hid- 
den stuff to find 
throughout the game. 
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LOAD GAME 


CONTINUE GAME 


flutes are some 
of the funniest 
parts of this 
y game, but 

\ they aren't 

I that funny. 


REPLAY VALUE 


GENRE /shooter ’ » 
PLAYERS / 1 

PUBLISHER /Panasonic 
DEVELOPER / Pixel Technologies 
AVAILABLE / now 
PRICE / SS4.99 


H Plungers, barf, farts, 

1 and the runs all together 
rfj in one really unwhole- 
«ij some game. Kinda 
reminds me of college. 

£ —Mike Salmon 


R ight from the start you get the idea that the makers of Cyberdillo don’t 
take much of anything too seriously, least of all their game. It’s a 
Doom-spool that has you in charge of everyone’s favorite animal, an 

armadillo, who starts out being ^ . 

armed only with a plunger. ^ \ references to bone 


As you plunge your s' 
way through each / W/j 
bright level, you’re /., < / f 

faced with trying to / VvftW CVl 
find your way / ’ 

through the maze /f’ s a colorful and 

odd enemieslike \ M M World full Ofin- 

lava lamps and hair \ jokes. TOO bad the play 
spray cans. You’re not \ j§ §q poor. A 
out to save the world or N. ^ ^ 

even fix backed-up toilets. 

It’s just a simple ‘find-four- ^ 

items-and-save your-Cytotf/7fo-butt’ ^ 
type of game. There still are the usual an ® 
bosses like Barfman, TV Man, Melon 5 
Fish, and Dumpmeister (Ok, maybe cc 
they’re not so usual) that you must 
defeat to move on. 

Cyberdillo moves surprisingly 
fast on the 3DO, but the control is real loose 
and the graphics are anything but cutting 
edge, i do give the developers credit for trying 
something new and different, but in the end 
Cyberdillo is either a cute novelty or a run of 
the mill Doom game, nei- 
ther of which is going give Yo V.^ a )! e , to !i^‘ 
the 3D0 Multi-Player the . . ™r' 

shot in the arm it so des- h °|, ‘ 

oeratelv needs. GP 


Big Eyes 
and Hair 
Spray 


cans are |ust a few things that can 
keep you down in discoland. 


There's plenty of variety 
just lacks in the 
gameplay department. 


ever 


GRAPHICS 


Some real hippy back- 
grounds are sure to have 
you seeing trails after 
this one. 


O Some of the craziest 
looking levels you'll ever 
see in a game. 

Way too loud, almost 
to the point of retina pain. 


MUSIC & SOUND FX 


INNOVATION 


Disco tunes that'll make 


you buy a leisure suit. 


C Even the voices are 
groovy. The Brady's would 
love this one. 


GOOD 


j O Shooting plungers is 
new, so is spoofing a game. 

Take away the craziness 
and you have a pretty poor 
Doom< lone. 


GAMEPLAY 


0 Fast corridor shooter 
with wacky twists. 

Control is jerky and the 
humor wears off before 
you finish the game. 


; Q Tons of levels to explore, and 
you never know what's around 
the next comer. 

Really, this game is just a 
novelty item. 


■Mini 
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Althoughthe animations are fun, to 
watch, when you really get fljto this 
strategy thing, you'll probably turn it 
off to sproc^up gameplay. 


GENRE / war stm 
PLAYERS / 1 
PUBLISHER / Working Designs 
DEVELOPER /Sega of Japan 
AVAILABLE / now 
PRICE / S69.99 


Iron Storm teaches the noble] 
arts of strategy, logistics, [ 
tactics, and the really loud, | 
blood-thirsty, Stuka dive j 
bombing attack! 
— Roger Burchill 


|T|^ here comes a point when 
I all the action, adventure and 
M fighting videogames available don’t seem to satisfy the 
need for that total gaming experience. You find yourself saying, 
‘There must be something more. Something more intellectual, 
something more challenging, yet, still destructive.’ Say hello to 
Iron Storm. 

Generally considered a genre with a cult-like following, 
Iron Storm’s real-time 3D polygon animations help make the 

strategy game 
more accessible 
to the non-tradi- 
tional strat 
gamer. The thrill 
of actually see- 
ing dive 
bombers deci- 
mate armored 
vehicles, 

Use the standard mode to fight indi- artillery, and sol- 
vidual battles to gain experience, diers is certain 

then you'll be able to confront the to peak any- 

excellent Al in campaign mode... one g interest. 
Unfortunately, as the player becomes more immersed in the 
challenging gameplay, the animations merely slow down the 
game and become more of a distraction than 
anything else. But by that time, most 
players won’t care, as the beauti- 
fully balanced gameplay and 


seen any revolutionary improvement for 
strategies, it is the best available. Never before 
has there been a simulation that so perfectly 
balances battlefield strategy and tactics. If you 
weren't a strategy fan before, you will be. GP 


Let the animations draw 
you in, but understand 
that the true battle occurs 
on the traditional battle 
map. Trust me, you will 
learn to love this. 


the challenge posed by the 
excellent Al will have 
become addictive. 

Compared to its 
competitors, Iron 
Storm e clipses 
them in terms of 
scope, game 
parameters and 
control interface.. 

In terms of 

drawbacks, there really 
are no significant ones. 

The sound is certainly ade- 
quate at best, but it is 
probably superior to that of any 
preceding strategy game. T 
although gameplay hasn't 


Yup, when you Destructive boys , ■ 
become need their toys. 

hooked on this With over 500 weapons to choose 
game, this will from. Iron Storm gives you the most 
be all you firepower for your simulation dollar. 


3K-1.5I need to satisfy 

your killer 
instinct. 

122mm guns + Infantry = Toast. 


GRAPHICS 


MUSIC & SOUND FX 


Call me kooky, but I 


sort of go for that military 


battle march sound. 


GAMEPLAY 


REPLAY VALUE 


Q Wow, you can be the U.S. 
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When I saw the 
ingredients contained 
track-based shooter 
and FMV, I knew that 
this concoction could 
only lead to indigestion, 
— Roger Burchill 


^very now and then a game comes along that makes you 

£ wonder, ‘What were these people thinking?’ Even if there 
wasn’t going to be revolutionary gameplay, you would 
think that people would copy from the best. Inexplicably, the 
designers of Creature Shock decided to emulate the worst that 
videogaming has to offer. 

Which isn't to say that this game didn’t have some 
potential. Creature Shock’s game graphics actually look like 
some of the intro sequences I always rave about. But unfortu- 
nately, even the graphics are on the grainy side, and the 
dismal gameplay is reminiscent of the FMV shooter, Sewer 
Shark. What this means, of course, is that all the player really 
does is move a targeting/directional icon around the screen 
and fire when attacked. And since the gameplay is track- 
based, there is minimal interaction with the game environment 
and no decision making structure independent of what the 
designer deemed the ‘correct’ path. Even the polygon shooter 
that serves as the game’s first level is track-based and once 
again, features gameplay reminiscent of the worst examples of 


intro 

sequence 

chronicles 


as it follows a predetermined path? 

Ultimately, the most disap- 
pointing part of this game is how its 
design flies in the face of what is 
generally considered ‘next genera- 
tion’ gaming. 32-bit gaming is 
supposed to take us to new frontiers 
and new challenges. Creature 
Shock serves as 
a reminder that 1 ■ 
the revolution in 1 
gameplay can 
only come with I' " 
software that 
rejects the 
failures of 

the past. GP m » / 


exploration of 
space and its 
sometimes 
tragic result. 
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GENRE / shooter 
PLAYERS /I 
PUBLISHER / Data East 
DEVELOPER /Argonaut 
AVAILABLE / now 
PRICE / S50-60 


And when ■ 

things go fi 

wrong, you can 
bet that some $1 

lone, under- IM 

paid, 

hero-type will be 
given the task investi- 
gating and (of course) 
saving the universe. 


Before you really start your adventure, you must 
first suffer through this track-based polygon 
shooter. Yesyjr playsqjjjpad as it looks. 


GRAPHICS 


O Rendered graphics make 
it seem like you're playing 
an FMV intro. 

The graphics have a 
grainy appearance. 


MUSIC & SOUND FX 


O Unspectacular, but 
understated, sound won't 
annoy you in this game. 

The sound does noth- 
ing to add atmosphere. 


INNOVATION 


Nothing new here. What 
is here is poorly executed. 

Rarely has the potential 
of 32-bit gaming been so 
under-realized. 


GAMEPLAY 


The control interface is 
tedious, unchallenging and 
frustrating. 

Game intro represents 
Ihe worst of the genre. 


HEINOUS 


REPLAY VALUE 


O With two CDs worth of gaming, it 
will take you a while to finish the 
whole thing. 

Only the most determined will 
bother suffering through this. 




\ 



* 
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: fjk U 



rf saaa m 

1 






review PLAYSTATION 



On the PC, the carpet 
could fly, but on the 
PlayStation, it's stain- 
resistant and gets 60 mpg 
in the city! — Mike Salmon 


^ GENRE / action 

PLAYERS / 1 
PUBLISHER / Electronic Arts 
DEVELOPER / Bullfrog 
AVAILABLE / now 
PRICE / S54.99 




GAMEPLAY 


O Combines flight sim 


shooter, RPG, and Sim 


CHy-type games into one 


great package. 


0 Over 16 mind-boggling 


There is repetition from 


Leave the pretty 
forest alone or 
make it burn, the 
choice is yours. 


You can put your castle anywhere you see fit and GRAPHICS 

then you can make it even bigger. 


MUSIC & SOUND FX 


INNOVATION 


© 


C There has never been a 
game quite like this. 

Network play was eas- 
ily the best PC feature and 
it's not here. 


0 Just the kind of music 
you'd expect to hear on a 
flying carpet. 

C Sound FX are awe- 
some, especially the 
sound of trees burning. 


O Rich 3D worlds and 
some real nice art. 

A year ago, this game 
on the PC was graphically 
amazing. Now, it's just 
kinda average. 


EXCELLENT 


Look at the innocent 
townspeople. Let them go 
about their way or destroy 
them. We know you'll make 
the right choice. 

Go Ahead, Hiake Your World 

Completely changing the terrain puts 

Magic Carpet in a class by itself. 


spells keep you interested. 
O The game gets tougher 
and more complex the 
deeper you go. It's hard to 


level to level. 


Cast a fireball spell onto the ground and it takes 
damage, and it stays there the entire game. 


O ver a year ago, Magic Carpetloi the PC stunned 
the gaming world with its smooth graphics, rich 
gameplay, and complete fantasy world. A year 
later, there still hasn’t been a game that even resembles it. 

The graphics aren’t nearly as impressive as most 
PlayStation games, but what makes Magic Carpets (besides 
the magic) is its deep gameplay. Combining elements from 
flight sims, RPGs, shooters, and other sim games, like 
no other game has ever done, makes Magic 
Carpet something special. The danger is that a 
pure flight sim fanatic is going to find the 
flying too trivial and the same goes for 
RPG, shooter, and sim fans. However, in 
the end, Magic Carpet manages to con- 
nect these styles in an inoffensive and 
enjoyable fashion. 


Bullfrog, the heady developers of Magic Carpet, 
Syndicate, Populous, and Theme Park has created a rich 3D 
landscape for would-be conquerors to bend at their will. So as 
you fly along on the cloud-bound carpet, you build castles, 
possess towns, battle other sorcerers and completely alter the 
world you’re in. Missed spells leave marks in the ground and 
some higher level spells, like Earthquake completely change 
the terrain. This means that each time you play Magic 
CarpetM world is going to be totally different. 

All these factors point to one thing: 
If you haven’t had a chance to play Magic 
Ca/pef, then it’s time you did. GP 


If it's not one of those flying 
worms, if s the other Sorcerers 
trying to keep you down. 
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Konami For PlayStation 


* fter seeing the 
graphically impres- 
B »' \sive NBA In The 
pSESBQ Zone, I couldn’t help but 
§g£lggf| get excited about 

B Konami’s next sports 
S title. And with its football 
ra game being delayed 
I indefinitely, Bottom Of 
i The Ninth is that next 
■ game. 

The early ver- 

^^^^^sion I’ve been playing 
features fully polygonal characters and 
the full players’ license. It also features a 
season mode (unlike In The Zone) and 
has most of the standard simulation fea- 
tures. Some of the problems with Bottom 
Of The Ninth are in the gameplay. The 
outfielders are real small and it’s nearly 
impossible to judge fly balls, since the 
camera doesn’t show your fielders until 
it’s too late. The pitching also seems a bit 
simplistic, but these are problems that 
could be easily fixed by the time this 
game is final. 

If nothing else, Konami has proven 
that polygon baseball players can be used 
effectively, but the question remains — is 
there any advantage to using polygons in 
a baseball game, unless they can be 
dramatically smoothed? 


Sony Interactive For PlayStation 

S ony’s attempt at world domination (or at least PlayStation sports game dominance) continues with MLB Pennant Race. Sony 
is the only company to acquire both the MLBPA and MLB licenses, which assures that it can re-create the stadiums, home 
and road uniforms, and players completely. I saw a brief glimpse of this game in San Diego a while back and it was already 
looking awesome. Even though I haven’t seen this one lately, it is easily one of the most-anticipated titles at my desk. The people 
working on MLB know baseball and videogames and I’m sure they are going to put forth a class-A title. 

Next month, we’re going to get a full report on this game, along with as many screenshots as we can squeeze out of Sony. 


The screen is so crowded with ^ 
unnecessary information that it 
makes seeing the field real hard, 
and, when trying to track down a fly 
ball, it can be real frustrating. n 


OUT? 1 


T here weren’t any sports 
games ready for review this 
month, but I’ve got enough hot 
previews to fill up an entire issue of 
some mags. I strongly believe in 
using every page of this sports sec- 
tion for sports videogame 
information and nothing else. I 
mean, if you want an interview with 
Michael Jordan, get Sports 
Illustrated, but if you want to know 
the good, the bad, and the ugly 
about every sports game on the 
market, then GP Sports is THE only 
place to go. 

The seemingly endless steam 
of 32-bit sports games just keep 
coming in. You get a look at three 
basketball titles, a Soccer game, and 
eleven (yes, 1 said eleven) baseball 
games this month. The PlayStation 
is host to the on-court battle 
between Sony Interactives' NBA 
Shootout anti EA's NBA Live ‘96, and 
I give you a detailed look at the early 
development of these two fierce 
rivals. Then, with the baseball sea- 
son finally starting on time, it’ll be 
nice to get an early look at which 
developers are able to capture 
America’s pastime the best. 

Next month, look for the a ton 
of reviews in the sports section. You 
know I'll tell it to you straight 
because I play sports games and 
know that nothing is worse than get- * 
ting that brand new game home and 
finding out that it plays like a snail, < 
doesn't include real players, and 
doesn’t even track stats. Until next 
month, start getting excited about 
this long list of sports goodness and < 
don't bet against the Rockets (even 
without Clyde). 


9HPH 


WIND 

i ohph 


-m ,m 

HR 1? 

— » 


rt WIND - 


0O5TON fx/r 

6AT?f$ 


sAlTIMOh 


MHffO'a 


All ttie stadiums 
aren't here, but the 
ones that are done 
look good. 


Af'DFFRFIFL 
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Offense: Motion 

Crash Boards: On 

Defense: Full Court Press 1 

Pressure: Normal 

Strategy Settincs 


Phoenix 

Orlando 


Electronic Arts For PlayStation 


ithout a doubt, NBA Live ‘96 for the Genesis is the current 
Basketball sim champion. So what could EA add to the 
PlayStation version to make it even better? Well, they could’ve 


added polygonal players, fancy motion-captures, and an announcer. However, EA decided not to tamper too 
much with their successful title, leaving almost all of the gameplay the same, rather than risking a technological 
wonder that’s lacking in gameplay. Because of that, NBA Live ‘96 for the PlayStation looks just like you would 
imagine a 32-bit version of Live would look. Same familiar cam- 
era, same floating players, and same depth of play. 

The game graphics have been considerably 
upgraded from the Genesis version, with 3D stadi- 
ums and an overall crisper look. Still, NBA Live ‘96 
isn’t the best-looking 32-bit hoops title, but it is 
the most complete and playable thus far. The 
preview version I’ve been staying awake nights, 
playing suffers from the same problems that 
kept Live from being the perfect hoops game on 
the Genesis. The players appear to be skating on 
the court, posting up is mostly useless, and going 
to the hole for a basket can be entirely too easy, 
and things like Shaq knocking down 14 threes in one 
game shouldn’t make it to the final version (please!). 

Most of those same problems 
hurt NBA Live for the 16-bit systems, 
but the rest of the game always made up for it. Same here — 
the pure excitement of driving the lane as Penny Hardaway and 
either tossing up a lob for Shaq, gliding in for a finger roll, or 
kicking it back out to Dennis Scott for the three more than make 
up for some of the small problems. There are still problems we 
would like solved, but until someone else manages to upend NBA 
Live as the best hoops game, these flaws have to be tolerated. 

There is a choice of camera angles to play from and they 
ail work as well, if not better, than the old 1 6-bit view. The cam- 
era is closer, which makes it easier to see what’s going on and 
gets you much more into the game. Overall, the game just has 

that same complete 


feel of the 16-bit ver- 
sion, with more 
features and options 
than the other 
games combined. All 
the stats, options, 
players, plays, and 
features are 
included, to make 
NBA Live my early 
favorite in the war for 
the best b-ball title. 
Until I get reviewable 
versions of all the 
games, there will be 
no crown given away. 
Stay tuned. 


You're Penny and you're slashing down the lane.. 


NfiRRiSFlS till 
DS FADE 


..... 

The massive amount of realistic plays 
make you the coach, then you have to 
go to the floor and execute. 


vhjtokS 

V 


Nothing can beat the feeling of get- 
ting hot and burying the threes. 
'Steve Kerr is in a zone'! 


Because the 
graphics aren't 
as sharp as 
Shoot Out, you 
don't feel the 
power of the 
dunks, but 
hoops is about 
more than 
just slams. 


Make all the trades to load the 
Warriors up with their new line- | 
up, then take it to the court and 
try to make them win (ask Rick i 
Adelman, it ain't easy). ' 


TRAOE 1 

PLAYERS 


PF!32 J. SMITH . . 
SRI 7 MullW 
SG>1 5 SpREWELL 
PG 1 1 8. . Armstkoxg 
PC 1t2-Co.es 


% Sf «“S 

C 33 MOtiRNIRG 
PF 42 Willis 
SF 30 OrtERS 
SG 7 Chafmar 
PG1Q T. Haabaway 


PG 1 1 6. Armstrong 
PG 12 Coles 
SF * 7 Kersey 

P F 4 2 >V_)LL!S 

SG 20 J. Barrt 


jt%| § 

J ' !+, V, 

• ; a*. m k *** 

Iff** 

C 33 Mourning 
PF 25 Gatling 
SF 30 Obems 
SG 7 Chapman 
PG 10 T. Hard am ay 
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Data East For PJayStation/Satui 


K ecently I made a trip down to San Diego to visit with -3^ 

Blue Sky software, easily one of the top developers of sports ™ 1 

games, who has signed on to do the MVPsports line for Data East. 

Blue Sky certainly isn’t new to the sports category, having made World Series %»*n 
Baseball, World Series Baseball ‘95, College Football’s National Championship, 
and Joe Montana Sports Talk Football , all of which are some & 

of the finest sports games for their time. On top of that, ^ -J 

Blue Sky was responsible for Sega’s mega-hit C j* 

l/ectorman. Going around the offices, I really got the o 

feeling that these guys know what they’re doing— QmJt 

the programmers, the artists, and the pro- vpffV} 

ducers all know about sports and they know 
I % © how to make a good sports game. 

J5 MVP Baseball '96 is going to be the first sK 

5 f title in the Blue Sky/Data East collabo- / 

pj ^ ration and is going to be / 

available in July. The game will * . o) 

./ Sj* feature Blue Sky’s trademark ‘big !■ 

H batter’ from the World Series 

\ games, which puts the player much closer to 

V>i ** the field. The players are all equipped with f 

^ meticulous 3D animations, which really give the sprite-based ll 
W players a realistic look. BlueSky decided not to go with polygon » Ji »;tyj | 
players because they just don’t look like real baseball players. ifiW l i'l 
However, all 28 stadiums are re-created in 3D, complete with light-sourcing, and the ones I saw looked awesome. The 
game is also going to feature a play-by-play announcer that the developers promise will raise the standard of video 
gajie play-by-play to an entirely new level. On top of that, a stadium announcer will announce the players as they 
come to the plate, just like at the park. 

I On top of the obvious graphic and sound enhancements, MVP 
Baseball ‘96 has several gameplay elements that no one 
else is doing. BlueSky’s trademark ‘adjusting batting 

cursor’ makes it so the sweet spot on the bat will j|l 

enlarge or shrink based on statistics and histori- 
cal information from STATS, Inc. If Bobby 

Bonilla is 0 for 28 lifetime against Greg T 

Maddux with two strikes on him, his batting ^ 
sweet spot will shrink dramatically. 

Likewise, if Mike Piazza is a .450 lifetime 
hitter against Greg Swindell when he’s 
ahead 2-0 in the count, then the sweet spot 
will grow dramatically. This means that, in 
MVP Baseball ‘96, you have control of real 
and all their tendencies, possibly making it the TH 
all game on the way. Add to that player fatigue, 
ii ijui icg, oiun i|jg, di iu streaks throughout the season and you have a sea- 
son full of ups and downs, just like the real Major League season. 

L The actual playing of the game is important too, and if you take World Series 
Baseball 95 as an example of what to expect, then you know this is one product you want to 
keep an eye on. Speed bursts, circus catches, and a variety of slides (hook, headfirst, pop up) insure that you have 
complete control of your players on the field. Off the field, top fantasy baseball analyst John Benson contributes his 
wisdom and advice to the fantasy game. You can play with real teams through a regular season, playoffs, All-Star 
L game, exhibition or you can draft a team using real fantasy league rules and fight for the championship. At the end 
of the season, you have to deal with salary raises, free agency, and then another draft. This option gives MVP 
.. baseball 96 incredible replay value. Once you finish your season, you can start again and try to keep your key play- 
* ers together for a repeat or three-peat. Awesome. 

j I still haven’t seen all the elements of this game in action, but everything I have seen points to MVP Baseball 96 
in being one of the most complete baseball games of the year. Stay tuned. 


No detail 


created these | 
comic scoreboard " 
animations for 
ispedal situations. 


Acclaim For Saturn/PlayStation 

^Hhe 1 6-bit Big Wort took a big hurting from several reviewers, but what I’ve seen on the 32-bit version 
I looks real nice. If the gameplay can match up to the graphics, then Big Wurf could be a big con- 
I tender. However, I really don’t know what to think of this one yet. 


Night games or day games look awesome in Big Frank's latest effort, but can the play match up? 


Camden Yards on the 
PlayStation. If the detail of 
these stadiums is any indica- 
tion, then MVP Baseball ‘96 is 
going to be incredible. 


6HP16 


The other stadium we gottosee 
was Busch Stadium in St. Louis, 
and it's looking real nice as well. 


Here you see a couple of sharp- 


outfield in the closest thing I 
to.act||il gameplay., 


Yep, they even 
included the 
blimp's eye-view! 


The traditional 'big 
batted of the World 
Series games is back 
and looking 
even sharper. 


When the camera comes 
in close, you see the detail 
in this amazing catch. 
Keep a look for more on 
this game next month. 
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POWER 
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Sony Interactive For PlayStation 

W ith the success of NFL Gameday and NHL Face Off already under its 
belts, and the failure of the miserable ESPN sports series long behind 
it, Sony Interactive hopes to take the lead in its third major sport. In The 
Zone was the first hoops game to grace the PlayStation and it looked like a real winner, but the lack of any 
simulation value whatsoever leaves the basketball title up for grabs. 
That’s where NBA Shoot Out comes in. The 
developers really worked on making 
Shoot Out a complete basketball game. 

They wanted the graphics, the control, 
and the simulation all to be intact. 

Judging from the preview version I’ve 
been playing, they have managed to get 
bits and pieces right, but are still short of 
the basketball experience I’m hoping for. 

The players look real crisp, the reflec- 
tions on the court are nothing short of 
breathtaking, and even the squeaking 
sneakers are done nicely. However, 
there are definitely some problems with 
ShootOut and hopefully the developers 
can fix these problems before the final 
version. No matter which of the seven 
All of the camera angles keep you at v i ews y° u choose, the players are too 
a distance from the players, but you small. That wouldn’t be such a problem if it weren t so tricky to 
can see who you're passing to. maneuver between defenders. Whenever you run into another 
player, you just stop, rather than colliding or slipping past. This causes a much slower-paced game 
and can often result in frustration. Games like NBA Live always erred the other way, making games 
too fast and easy to get to the hole, but NBA Shootout does need to add some of the slashing moves 
to increase realism and make the game more exciting. 

Another problem with the early version of Shoot Out is the stiff control. The p' 
capture is completely realistic looking, but it often takes so much time for the motion-capture to finish 
its movement that you never really get full control. For example, you press the jump button, then watch, 
your player jump, raise his hands and then land. By that time, the opponent has had plenty of time to 

pass the ball around for a score. You also aren’t able to jump in any 
direction. You can only jump up and down. It’s exactly that kind of 
stiffness that NBA Shoot Out suffers from. I’m not saying that NBA 
Shoot Out isn’t already a good game, it’s just that in order to satisfy 
my heathen urge for the perfect B-ball sim, there is work to be done. 
Every player in the NBA is 
included, except the usuals: 

Jordan, Magic, Charles. They 
each have a picture to identify 
them and their polygonal 
counterparts resemble them, 
in most cases. That, along with 


All the 
real 
players 
(with 


Jumping for a block or rebound is a 
very stiff process, making it 


tough to do. 

the ability to call plays (although only a handful of plays are avail 
able in this version), makes Shoot Out much more intriguing as a 
sim, compared to In The Zone. However, from what we’ve seen so 
far, NBA Shoot Out needs to finish strong in order to tackle the 
mighty NBA Live ‘96 (opposite page) as the PlayStation hoops 

champ. Next month, we’ll have them one-on-one. The 
winner gets to choose what kind of Taco they want. 


gives you 
a chance 
to see 
more of 
the Worm 
(man, is 
he ugly). 


The 

motion- 
captures 
look great, 
but players 
like George 
Muresean 
don't do tom 
ahawk jams or 
move the same 
asLatrellSprewell 
(who they used for the 
motion-capture). 


reviews GP SPORTS 


However, when the replay kicks in, 
you move in close to see just how 
good this game looks. Check out 
Penny with the monster jam. 




■ * * *-*. Ji 


.-.-I S 


smooth, but 
you never get the 
feeling of control. 


pi aver CTflTC ^ , Complete stats 

BULLS fesp Mfllb y foreach 

S -, -mrtf'i player lets you 

^ <7 . breakdown 

S' ' mm . rLA -/ your team's 

* • M era,' , Ck performance, 

^ LJir. ntthniinh nre- 


CH1CAG0 BULLS 


although I pre- 
fer the straight 
line score, so 
you can see all 
the stats at 
one time. 


ivlHnu 

Ifs Mi 

IBHSH " ’ 


■ • A *. ■’ ^ t 


"You gotta 
call glass 
from there, 
baby!' For 
some odd 
reason, the 
players use 
the back- 
board from 
everywhere. 
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Interplay For PlayStation 


AftnwyjffrjteiAiv 
FUMMUW PwW\ 



Psygnosis For PlayStation 



The sweet swing and the detailed jerseys 
give hope to VR Baseball in this crowded field. 


T he guys at VR Sports are taking their games 
very seriously and baseball seems to be getting 
most of their time. I just recently saw some 
video footage of the players’ faces, which have video 
textures over the polygons, and they look amazing. 
The uniforms also look mighty impressive, but no 
sign of gameplay yet. Perhaps next month I’ll get a 
chance to dive into VR Baseball, but until then, know 
that this game is getting the complete Major League 
treatment and is coming along nicely. 


Crystal Dynamics For 
Satum/PlayStation 

Y ou know, I’ve been giving you information on this 
game since the Bush administration (slight exaggera- 
tion) and not much else has been heard either way. 
The only screens I’ve seen are of SGI renderings. Once I 
see this play, I’ll have a much better idea of what to expect. 
As for now, your guess is as good as mine. 


S occer is undoubtedly the world’s 
sport. That explains why so many 
Soccer videogames have been 
made. This latest effort from Psygnosis 
is one of the smoothest soccer games 
I’ve seen. The motion-capture on the 
players is done to perfection and incor- 
porated perfectly into the game. 
However, Power Play Soccer isn’t going 
to compete with the likes of FIFA , 
instead it hopes to get an entirely differ- 
ent audience. The gameplay is fast, 
smooth, and extremely fun, but it is by 
no means a simulation. Kicking other 
players in the head and knocking the 
goal tender over with a super kick are some of the features that 
make Power Play so interesting. 

You can play the game as a sim or as a knock-down 
dragout arcade-style soccer game. Either way, Addidas Power 
Play Soccer looks to be an awesome entry into the crowded 
soccer field. More on this next month. 



WMB 




i, do these players look great! Once you buy that 
$30,000 workstation, you can make them move. I'm impa- 
tiently awaiting some more info on this one. 


The graphics look 
much improved.; 
over Hardball 4, ? 
but the intensely- 
deep statistics 
are what will 
make this game 
different. | 

Flayer Elm 




2? 



Sega For Saturn 

T he long-awaited first Saturn basketball game from Sega Sports is finally getting closer to 
completion. On the Genesis, NBA Action Starring David Robinson was never able to com- 
pete with EA’s basketball titles, but on the Saturn, NBA Action is the only hoops game 
featuring a players license, which definitely gives it a head start. 

Every arena is texture-mapped, complete with astonishing detail, as you view the game 
through either the ball cam, player view, or view from above. The play-by-play is brought to 
you by Marv ‘YES!’ Albert, and if Sega can get the same kind of play-by-play they got for 
World Series Baseball, then it might actually add to the game. All 29 NBA teams and over 400 
players ensure that most of your favorite players are going to be at your control. Features like 
in-depth play books, home court advantage, signature moves, stat-tracking, a create player 
mode, and player attributes in more than 20 categories 
that change during game play depending on if they’re 
‘en fuego’ or not, make NBA Action sound like a game I 
want to play. However, talk is cheap and, until I’ve 
actually played this one, I will hold the praise. 



Accolade For PlayStation 


T h 

* 

a 


-he best selling simulation of all time is the 
Hardball series, and while it’s never been 
. able to win on the consoles, Accolade is 
hoping the mighty PlayStation can help it change all of 
piat. Because Hardball 5 is being made for the PC first, you 
rect it to have a much deeper statistical and simula- 
3 Jon approach than some console-only games. However, 

] it’s also true that the speed, graphics, and playability are 
[likely to suffer. 

Hard Ball 5 features 40 stadiums, 40-man rosters for 
each team, complete players’ license, fantasy league play, 
ten skill levels, minor leagues, and play-by-play from Al 
“Michaels. Hardball 4 had some great features’ but fell short 
in many gameplay areas. Hopefully, Hardball 5 can correct 
those and be the true simulation some fans are waiting for. 
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Virgin For PtayStation/Saturn 


% i irgin’s already put 
1 / together the 
V amazing NHL 
Power Play ‘96 and 
now it’s working on The 
Show. The PC screens 
we’ve seen look real 
nice. The inclusion of 
real players and some 
advanced Al should 
make this an interesting 
title. In the next couple 
months, I’ll give you a 
chance to see some 
more of this game. 


Sharp digitized players 
look great, but can it 
compete with the rest? 


the batter's view 
looks great and so 
does the view for 
fielding. Afar 
improvement from 
the original. 


Nintendo/Rare For Super NES 


T he most successful 
Super Nintendo baseball 
game is back for another 
season. You’d think that being 
piled in with all these mon- 
strous 32-bit games would 
make Winning Run pale in 
comparison, but the screens 
I’ve seen look great, even bet- 
ter than some of the 32-bit 
games. Rare, the UK makers of 
DKC and Ml have used its rendering tools to make this game look as good as it can on the Super Nintendo. 

The same humorous approach has been taken in this second effort, with even more crazy anima- 
tions. You can play in a league and pretend you’re simulating a season, but the charm in Winning Run is 
in the pure arcade action of the game. This isn’t for baseball fanatics, but for videogame fanatics that 
don’t despise baseball. 


EA For PlayStation 

T he only sport EA Sports has yet to conquer is baseball and last 
year it moved closer with Triple Play Baseball. The combination of 
sim and arcade made Triple Play the second to best baseball 
game last year (WSB ‘95 was best), and on the PlayStation EA promises 
much more. 

I’ve seen the Japanese 3D0 version of Triple 
Play and, while the graphics aren’t on par 
with other PlayStation baseball games, it , 
does play real smooth. Expect some 
major graphical enhancements and all jSk 
of the usual EA thoroughness in B 
regards to features. fl 

The Japanese 300 version gives f|| 
you an idea of what to expect 

from Triple Play, but there are still t : 

going to be improvements. 


Sega For Saturn 


T he first IMSBforthe Saturn is 
the best baseball game to date 
and this time around, all 28 sta- 
ll diums will be done. The fast-playing 
I engine is going to remain similar, 

H which is good news. I haven’t seen 
w anything on this, but the promise of 
' all 28 stadiums and some more sim 
elements is very exciting. 


The best baseball game on 
the 32-bit systems is still World Series Baseball. 


GP SPORTS 


reviews 


The k>ck of any real players, 
besides Junior, keep this gome 
from being Anything but 
'arcade style. / 


The players do 
-4%, i hove some 
■ " ‘ detailed 
} , ratings, 

' but this 
is not 







ROUND-UP reviews 



Once again, we drag out all of 
those reviews that we slaved so 
long and hard over, boil 'em 
down to about two or three sen- 
tences and cram them in with a 
bunch of other reviews that have 
suffered the same degrading 
treatment. What can we say? We 
just can't help ourselves! 



Bladeforce 


STUDIO 3D0 FOR 300 


Review, 8#1 2 

■ 

t 


Loaded 


INTERPLAY FOR 


PLAYSTATION 


Review, 9#1 




Captain Quazar 



|Studio 3D0 for 3D0; review. 9#2 

'his game is just like your life: no matter how the scenery changes, 


Interplay for PlayStation; review, 9#3 

. , — JThis graphic adventure is a kind of transition point between what 

you keep doing the same old things. The control system is awkward Ithis type of game was and what they can be someday! While the 
and aiming your weapons is next to impossible. You wouldn’t have to Igraphics are really sweet, having to follow a linear storyline kinda 
[look far to find a better action game. ■— * — j — **■ — • 


Agile Warrior 

Overall SA% 

Center Ring Boning 

Overall 70% 

i Cyberspeed 

Virgin for PlayStation: review. 9#1 

JVC for Saturn: review. 9#3 


There may be people out there who will enjoy this, but we can’t 
understand why. The plane is anything but agile, the weapons sys- 
tems aren't accurate, and the whole game moves way too slow. 
What’s reallv missinq here is the fun! 

While this type of game isn’t as popular as fighting games, boxing 
games do have their fans. This game allows you to customize and 
train your boxer and then turn him loose in the ring, where he will 
probably suffer some kind of brain damage! It's a good game. 

Try to think of this game as the poor man’s WipEout. While the 
game does have several fascinating angles to it, these same angles 
are the games downfall. While WipEout\ets the player get right into 
the game, this game’s learning curve is very steep and frustrating. 


Alone in the Dark 2 


Interplay for 3D0; review. 9#1 


Overall 50% 


' Overall 79% 

Wh^t ’vou Think £ 


Overall 79% 


Here’s a sequel where the developers fixed about half of the prob- 
lems the original had. The game looks great and the camera 
angles really set the mood, but the game still controls like crap. It’s 
not a bad game, it’s just really hard to work through. 


lAcclaim tor Saturn; review, 9#3 


Assault Rigs 


Sony Interactive for PlayStation; review. 9#3 


Your re view of Mortal Kombat 3 for 
the PlayStation got a 77%. It does 
overall 81 % not deserve any more than a 60%. I 

would rather play Tetris for the • Darws Gaiden 
Game Boy, 

— Mike Griskaubas. 

Sharon, CT 


This version of the ever-popular scary game has been ‘improved’. 
What that means is that they've tried to fix some of the problems 
inherent in the 3D0 version, and pretty much failed at it. It’s still a 
eally scary game, though it’s just a bit slow! 


Overall 7<5% 


Hey, do you remember Tron? Well, this game is kinda like that 
movie. Drive your tank through a whole bunch of different mazes, 
shooting up the bad guys! The only bummer is that the mazes 
aren't very interesting at first. Oh, well. This is still really cool. 


Overall 73% 

Attack of we Mutant Penguins • Clockwork Knight Z 


lAcclaim tor Saturn; review, 9#4 


This is a totally uninventive 2D shooter. If it weren’t for the fact that 
you get to pick which level you get to play next, and those really 
big, fish-like bosses, this game would be a total loss. If you like 16- 
bit-style shooters on your 32-bit system, go for it, otherwise... 


jSega for Saturn; review, 9#4 


Dark Stalkers 


Overall 53% 


| Capcom tor PlayStation: review, 9#3 


Atari for Jaguar; review, 9#3 

The premise here is simple: All MUTANT PENGUINS MUST DIE!!! IHere’s an extremely well done game with only one problem: there This is probably the best 2D fighter out there but let’s face it 
Got it? Good. What makes this game fun is the many different ways are only 1 2 types of enemies in the whole game! Other than that, this IT’S A 2D FIGHTER' In this day and age of 3D fighting games how 
you've got at your command to snuff the little rotters! Remember, disc has a lot of goodies on it, including the original Clockwork Knight much life can be left in the old genre’ Still this is arquably tlie best 
die only good penguin is a dead penguin! This is cool! game. How can you lose? 2D fighter out today It’s still worth a play ’ 


Battlemorpn 


Atari for Jaguar CD; review, 9#1 


Overall 33% 


This title is a must-have for all Jaguar owners! While it’s a bit 
tough to handle at first, after just a few minutes you’ll be flying like 
an old pro. The ability to fly anywhere (even underwater!) really 
gives this game an edge! You need this one! 


!• College Slam 


reclaim for Super NES; review, 9#4 


Overall 79% 
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BattleSport 


Studio 3D0 for 3DO; review. 9#2 


Overall 35% 


OK, what we got here is NBA Jam, only with college players. While 
you can enter your own names for players and edit their stats, the 
players pictures aren't available to change, so you never quite get the 
feeling of being the actual college team. It's your call... 


DEFCON 5 


I Data East for PlayStation; review, 9#1 


Overall 71% 


If you like doing a lot of exploring and puzzle-solving, then this is 
I the game for you! Try to debug the space station’s computer in 
time to prevent the alien invasion. Basically, this is a shooter with 
brains and a plot. Great music and sound, too! 


With 50 different arenas and 27 different types of 
weapons, this game is gonna rock your socks off! 

Take on a friend in one of the most imaginative games 
ever. Let's face it — this game is very cool!!! 



Criticom 


Vic Tokai for Playstation; review, 9#1 


Overall b9% 


Defender 2000 


■Atari for Jaguar; review, 9#3 


Overall 32% 


Overall 9b% 


Not only did this game win an award for best opening FMV sequence, With its solid gameplay, this game was once the champion of the 
but its beautiful graphics and cutting-edge sound effects are sure to arcades. Now, it’s still got solid gameplay and it’s still fun as all 
captivate you. While the game controls score high in innovation, their hell! Along with the original game, there are two other versions with 
functionality leaves something to be desired. better graphics, but the original is still the best! 


; Breath of Fire 2 


Capcom tor Super WES; review. 9#1 

While the original Breath of Fire was a decent game, this sequel 
just isn’t that great. The game is pretty slow and has a bad habit of 
letting you know what to do next, while not giving you a clue about 
how to do it. This game can make you groan. 


Cutthroat Island 


[Acclaim for Super NES; review, 9#2 


Overall 81% 


Overall 81% 


• Descent 


Interplay tor PlayStation; review, 9#4 


Int 

If it weren't for the fact that the graphics really hadn’t been updated 
from the PC to a 32-bit console, this game might have gotten an 
ultimate award. This claustrophobic, disorienting game is really a 
hoot! The mazes will drive you crazy! Get this one! 


Overall bb% 


I Here’s an 8-bit game masquerading as a 16-bit game. The graphics 
stink, there's no gameplay to speak of and the designers even 
included a dreaded mine cart level. THE HORROR! The only good 
thing about this game is that you’re not required to play it! 


Overall 34% 
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Earthworm Tim Z 

PLAYMATES <$& 

FOR GENESIS , : J f„ 

Review, 8#1 2 


World Series 
Baseball 

SEGA FOR 
SATURN 

Sports, 8#1 2 


DKCZ: Diddy's 
Hong Quest 
NINTENDO FOR 
SUPER NES 

Review, 8#12 


Flying Nightmares 


Domark for 3D0; review, 9#1 


Johnny Bazookatone 


I US Gold (or Saturn; review, 9#2 


If you're really a flight sim fan, then you should maybe think twice 
before buying this game, the game control isn’t all that hot, with 
many maneuvers requiring multiple button mashings on a split- 
second basis. This game is neither dull, nor exciting, 


Yee-haw! Slap that 30 round clip into your guitar (your guitar?) and 
get ready for some real Rock ‘n’ Roll action! While this game may 
frustrate beginning gamers, it’s a real hoot for the side-scrolling 
master! Lock and load! Let’s rock! 


Last Gladiators 


I Time Warner for Saturn; review, 9#1 

Here’s the game to get if you want to play pinball at home. This title 


I features four different pinball games, each of which has different 
goals. Aside from the annoying score display that is always hover- 
ing over the screen, this is a good one. 


Overall 75% 


Overall 73% 


Overall 74% 


Gargoyles 


Disney Interactive for Genesis; review, 9#1 


Jupiter Strike 


I Acclaim for PlayStation; review, 9#2 


• Lucien's Quest 


I Panasonic for 3D0: review, 9#4 

Everything about this RPG is dead average. Well, OK, the graphics 


From out of nowhere, Disney has created one of the best Genesis 
games of 1 995! The graphics are amazing and the special effects 
make this game a joy to play! While it’s very similar to Demon 
Crest, Gargoyles is a much better experience. 


While this game has one of the most beautiful intro sequences 
ever, the rest of the game is simply lacking. The music and sound 
effects are the worst ever heard, and your fighter is totally bereft of 
any kind of control. This should be called Jupiter Strikes Out. 


I are kinda cool and the soundtrack is full, but everything else is just 
I plain average. It only took Jeff nine hours to beat this game and he 
I says he didn’t have any fun. Like we said — average. 


Overall 85% 


Crystal Dynamics for PlayStation; review, 9#3 


What you Think 


Overall 48% Overall S4% 

Mark Davis: The Fishing Master 


i Natsume for Super WES; review, 9#1 


If you’re looking for a side-scrolling game for your PlayStation, then 
this is it! This is a straight port-over from the 3D0, without any 
secret stuff added in. It might also help if you’re a big Dana Carvey 
fan, since he does the lizard’s voice.. 


Ghen War 


Sega for Saturn; review, 9#1 

You could consider this game as the next step in Doom - style 


shooters. The most exciting aspect of this game is that the mission 
objectives vary drastically from level to level. If you love first-per- 
son combat, this is the game for you. 


What is the hell is wrong with you 
guys? I can’t believe you gave 
overall 81 % Comix Zone a 72%. It should get an 
86%. The game has totally 
awesome graphics. 

— Brian Kitchen, 
Thorndale, PA 


Back when fishing consisted of grabbing a sixpack and sitting 
drunk in a boat for a few hours, we never suspected that someone 
would come along and invent a game that would take all the fun 
out of the sport. Well, someone has... 


Overall 4Q% 


Mega Man X3 


I Capcom for Super NES; review, 9#1 


Once again, Mega Man is back with more of his familiar side- 
scrolling action. This time, Doctor Wiley is dead and an evil robot is 
running the show. You do have the option to play as Mega Man’s 
buddy, Zero. If you like MM, get this game. 


Overall 81% 


Overall 81% 


Hang On GP 


Sega for Saturn: review, 9#3 


Killing Time 


I Studio 3D0 for 3D0: review, 9#1 


Missile Command 3D 


I Atari for Jaguar; review, 9#3 


While there is next to no draw-in and a total of six different tracks, 
this game suffers from really blocky graphics, especially in the way 
the cycles and their drivers look. Other than that, this is a good 
addition to anyone's Saturn library! 


This game is kinda like a cross between Doom and 7th Guest. White Most of the really cool games for the Jaguar have been re-issues of 
there is a lot of shooting going on, underneath it all there is a hell of a the old games of yesteryear and this is no exception. The really cool 
puzzle to solve, along with some humor to keep it all moving along, game in this package is the VR game. With its bosses and its real 
Definitely worth a look! 3D look, this game has it all! 


Overall 81% 


Hi Octane 


EA for PlayStation; review, 9#2 

The best part of this game is the way the tracks seem to swell and 


King's Field 


I Ascii Entertainment for PlayStation; review, 9#3 


Overall 83% Overall 83% 

• Museum Classics Vol 1 


INamco for PlayStation; review, 9#4 


This game is a very entertaining mix of action and RPG! Stalk the I The best part of this disc is the the fact that seven games — even 

recede in certain points. The racers themselves look real geometric Idark halls in search of weapons, fantastic treasures and monsters if they’re not all that great — are still better that just one game on 
and lifeless. If the designers had taken a bit more time, this game Igalore! Unfortunately, this game also has a hard time deciding which a disc. Unfortunately, only four of the seven games here are worth 
good have been exceptional, instead of just good. |type of game it wants to be... But, it’s still way cool! coming back for. Oh well, Pac Man is still fun. 


Overall bb% 


Overall 84% 


Overall bb% 


High Velocity 


Atlus for Saturn; review, 9*1 


Kolibri 


I Sega for 32X; review, 9#1 


This title came out of nowhere to be a fantastic game! The moun- 
tain tracks are some of the best ever seen in any racing game and 
there isn’t any draw-in at all! This could have been an ultimate 
game if you could race against more than one car. 


If you’ve ever wanted to be a hummingbird with an arsenal of deadly 
weapons stashed in your beak, then you gotta check this out! 
Otherwise, once the really stupid premise wears off, all you’ve got 
here is a 2-D shooter. 


Mystaria 


( Sega for Saturn; review, 9fft 

Here’s the first, true RPG for the Saturn, and Brother, it's a good 


Overall 8-4% 


Overall b3% 


I one! Known as Riglord Saga in Japan, it’s gonna generate massive 
sales here in the US. The controls are seamless and the 3-D char- 
acters and landscapes are awesome! 


Overall 81% 


In The Hunt 


T*HQ for PlayStation: review, 9#2 


• Krazy Ivan 


■Sony Interactive for PlayStation; review, 9#4 


Philosoma 


M Sony for PlayStation; review, 9#3 


If you like really big, beautiful explosions that really rock the Who’s got complete control over a 70-ton mechanized warrior, This is a spnte-based shooter. There will be lots of tendon-damaging 

screen then this is the game for you! If, on the other hand, you like loaded to the gills with all kinds of deadly weaponry? Why, Ivan does! turns and thumb-bruising button mashing. Some people think this is 

32-bit games that aren't left-to-right, side-scrolling shooters, then AND HE’S CRAZY!!! This is a beautiful, fluid game that is just a bit too fun. in fact, some people thought this was fun for years, which is why 

this isn’t the game for you. Take yer choice! short, sadly. Give It a try! the designers haven't ever cha nged the genre. Oh, well 


Overall 51% 


Overall 82% 


Overall b5% 
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Virtua Fighter Z 

SEGA FOR SA TURN . 

Review, 9#1 



bvp it. 

Buying by mail is dead 
cheap. But to make 
mail-order as painless 
as walking into a store, 
take a few precautions 
and follow these tips... 

• First, read the ad carefully, 
including the small print. 

Check to see how long it takes 
for delivery. Mail-order compa- 
nies often take 4-6 weeks to 
fulfill orders, so make sure you 
give them that much time. 
•Check or 

any of your friends used ft 


essary, contact the Better 
Business Bureau (use the one 
located in the same city as the 
mail-order company). Better 
Business Bureaus log com- 
plaints against companies and 
can tell you the types of prob- 
lems — if any — that have 
been encountered. Look in the 
Yellow Pages for the BBB’s 
telephone number. 

• Contact the company to 
check on availability. They may 
be offering MKII, but that 
doesn’t mean they’re expecting 
it next week. Companies never 
get products before they’re 
available in stores unless 
they're selling foreign versions. 
Don’t send your money without 
giving them a call. 

•If possible, pay by credit 
ison, credit 


merchandise is sent. And if you 
don’t receive your goods, the 
credit-card company is respon- 
sible for refunding your money 
or crediting your account. If 
you don't have a credit card, 
use a personal check and con- 
sider mailing it by recorded 
delivery so it can be traced. 
Never send cash through the 
mail. Be wary of money orders, 
— they can be hard to trace. 

• Once you’ve ordered your 
game, relax. It’ll be sent out 
within the stated delivery time, 
DON’T call the mail-order com- 
pany every day to find out 
what’s happening. 

• Inspect your order as soon as 
it arrives. If it’s incorrect or the 
product(s) is defective, file a 
complaint with the mail-order 
company immediately. If it' 


contact the postal service that 
delivered it. Use recorded deliv- 
ery on any returns. 

• Some companies offer a trad- 
ing option so you can send 
them your old games for a dis- 
count on new ones. If you use 
this service be sure to use 
some form of recorded delivery. 

We can’t guarantee the reliabil- 
ity of any mail-order company. If 
anything goes wrong, contact the 
mail-order company. Your contract 
is with them — we have no record 
of your dealings, so we can’t help. 
Most mail-order transactions are 
trouble-free. But if you’ve experi- 


adverhsing let us know by writing 
to: Customer Service; 1350 Old 
Bayshore Highway; Suite 210; 
Burlingame; CA, 84010. We don’t 
^disreputable 



Primal Rage 


Time Warner for PlayStation; review, 9#2 


Solar Eclipse ^SmiTwisren Mftai 


Here it is, folks! The arcade classic has been faithfully reproduced 
for the home. Unfortunately, the arcade classic was only a 2D 
fighter with a simplistic combo system. So, if you need fighting 
dinosaurs, get this game. Otherwise, it may be a bit extinct. 


Crystal Dynamics for Saturn; review, 9#2 




While this game doesn’t exactly set off a whole bunch of bells and 
whistles, our reviewer found it interesting and challenging. In fact, he 
kept going back for more! So give this title a try! You won’t be disap- 
pointed at all! 


I Sony Interactive for PlayStation: review, 9#1 


Psychic Detective 


Electronic Arts for 3D0; review, 9#3 


Overall 74% Overall 73% 

Spiderman: Web of Fire Vectorman 


How cool can this get? You drive around in a really 
seedy neighborhood and blast away at other cars with 
every weapon you’ve got! Man, life just doesn't get any 
better than this! Yeee-haw! 


Overall 90% 


Trent Ward said this game was about as much fun as a Love, 
American Style marathon. Actually, this game is only slightly more 
fun than a multiple root canal. You’d be better off just leaving this 
one all alone on the shelf, OK? 


I Sega for 32X; review, 9#3 


I Sega for Genesis; review, 9#1 


PTO Z 


Koei for Super NES; review, 942 


Overall 28% 


OK, let's get things off to a good start... THIS GAME SUCKS! Man, that While this game may not be the ‘most revolutionary’ 
felt good! There isn’t one thing in this game that hasn’t been done game of all time, it is a truly great action game.The 
before somewhere else — and better, too! So everyone repeat after lighting effects are simply amazing and the sound 
me... THIS GAME SUCKS! effects are stellar. Great, but not ‘revolutionary’. 


Overall 3b% 


'VP i-l^T VOL THINK Viewpoint 


Overall 90% 


This has to be the single most complex game ever 
devised by man. You can fight the entire Second World 
War in the Pacific Theater of Operations all over again! 
If you love war, you'll love this! 


for PlayStation; review. 9#2 


• Resident Evil 


Vic Tokai for PlayStation; review, 9#4 


Sing along, everybody! Blast those zombies in the head. 
Do-dah, do-dah! Make sure that they’re good and dead! 
Oh, do-dah day! Now, repeat after me! I NEED THIS 
GAME. I NEED THIS GAME! This game rocks! 


You guys are really weird! You gave 
College Football USA ’96 an 82%. I’m 
overall qo% not the biggest freak about sports 

games, but I would have given this Virtua Cop 
game a 92%! 

— Matt Dillon, 

Jacksonville, AR 


This is kinda like Zaxxon on steroids. While the graphics are excep- 
tionally beautiful, the gameplay is enough to drive you nuts! Unless 
you have a high tolerance for frustration, you might be well advised 
to leave this game alone. 


Overall b^% 


I Sega for Saturn; review, 9#1 


Revolution X 


Acclaim for Genesis; review. 9#2 


Overall 92% 


Let's see... You’re a cop and all you do is run around 
and blow away all the bad guys. THAT’S GREAT! This 
game has some very intense shooter action! It’s too bad 
that the Stunner will be bright orange in color. 


Everything about this game sucks, from the lousy graphics, to the 
horrible music (Aerosmith? Yuch!), to the astounding lack of game- 
play! Let me repeat that, just in case you’re deaf from going to too 
many rock concerts — this sucks!!! 


Spot Goes to Hollywood 


■Acclaim for Genesis; review, 9#3 


Warhawk 


Overall 92% 


Road Rash 


Electronic Arts for PlayStation; review, 943 


Overall 29% 


Wow! Here’s a game about a bottle cap! How... uh... cool. Yeah, 
that’s it. It's... cool. Actually, the game does have a nice control sys- 
tem and the graphics and sound are pretty good for the Genesis. But 
the hero is... uh...a bottlecap. Yeah... 


I Sony Interactive for PlayStation; review, 9#1 


Street Fighter Alpha 


[Capcom for PlayStation; review, 9#3 


Overall 03% 


Fly the deadly skies in a vehicle best described as a 
Sherman tank with wings! Yaaa-hooo! This is one game 
that really shows off the power of the PlayStation! The 
only drawback is there’s only six levels. 


if you’ve never played this game on any of the millions... Oh alright, I Here’s that game again, for the millionth time. Frankly, there are bet- 
hundreds, of systems that it's been on before, then you should defi- Iter fighting games out there, but if you feel happy giving the same 
nitely go out and get it! Otherwise, it might be a good idea to just Icompany your money for basically the same game, with a few 
pass this one by! | changes, then go right ahead... 


Wing Arms 


I Sega for Saturn; review, 9#2 


Overall 92% 


• Silverload 


Vic Tokai for PlayStation: review. 9#4 


Overall 73% 


Yeee-haw! What could be cooler than a horror/westem game? Try 
to keep body and soul together as you try to find out who’s been 


Thunder Strike Z 


■Sega for Saturn; review, 9#2 


Overall 87% 


Aside from the fact that the canyon level is kinda frustrating and 
very ugly, and that the game is too short, this title is a heck of a lot 
of fun. Oh, one more thing — how come there's no two-player 
mode? Oh well, it’s still fun! 


Overall 73% 


X-Men: Children of the Atom 


I Acclaim for Saturn: review, 9#3 


Get in your chopper and blast the crap out of the enemy in this innov- 1 What happens when you port a 2D fighting arcade game over to a 
ative helicopter sim! While enemy vessels and parts of the terrain do I new 32-bit system? Well, you get a 2D fighting game... And what's 
stealing all the settlers' children. Kick-ass graphics and really great I kinda just ‘pop in’ to the screen, the action is fun, fast and furious! I wrong with that? If you need the sweet action of the arcade hit in 
creepy atmosphere make this a winner! iKill'emall! I your home, then get this game' 


Skeleton Wars 


Playmates for Saturn; review. 9#3 

This is really weird. 


Overall 83% 


You’ve got a 2D, side-scrolling game, but the 
world that it takes place in is 3D! In fact, the graphics are really 
beautiful and the music and sound effects really set the mood. It 
might even be fun! Give it a shot... 


Overall 79% 


Toy Story 


I Disney Interactive for Genesis; review, 9#1 


Overall 85% 


While this game may be geared to a younger audience, it’s hard to 
ignore its technological achievements. It runs very well on the 
Genesis, and has a great storyline and very cool gameplay! This looks 
and plays better than Clockwork Knight! 


Overall 87% 


Zero Divide 


Time Warner for PlayStation; review, 9#2 


Overall 72% 


What we’ve got here is an excellent fighting game — that, unfortu- 
nately, is in a genre that has some outstanding titles in it as well. 
The animation and control interface are very good, but the graphics 
themselves are kinda blocky. Eh, it’s your dime... 


Overall 80% 
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To Receive A Free 
Catalog 
Call CRAVE At: 
(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB@ 
AOL.COM 

CRAVE Will Meet Or 
Beat Any 

Competitor’s Prices! 


28831 lawns Time 
28883 Kingdom Of 

The Fir Readme 
28846 Last Bounty 
Hunter 

31818 Lost Eden 

31601 Lost 
28873 McKenzie 4 
10284 Myst 

28838 NHL Hockey *98 
10286 Need For Speed 

31602 PGA Tour Golf 


$37 


$62 


iES*. 


2 Turbo $86 
$61 

28842 Waterworld $52 
33550 Wing Cmdr. 4 $66 

28010 World Cup Ootl $48 

JAGUAR 

10696 Jaguar Core- 

tree tee $149 

28195 Anno Football $58 
32553 Atari Karts $53 

10327 Brett Hull Hockey $58 

32891 C. Barkley BektbatlS52 
32668 Defender 2000 $52 

32895 Fever Pilch Soccer $52 
10282 Fight For Life $58 

10328 Flashback 853 

28203 NBA Jam TE $88 
31597 Pltfell 862 

28211 Supercroee 30 $52 

10471 Ultra Vortex $58 
33199 Zoop $47 

CD TITLES 

10894 Jaguar CD 

w/Gamea-frae tae$1 49 
30531 Baldlea 852 

28301 Batttamorph 
33249 Brail HuOk" 

10935 Dragon's Lair $52 
30560 Highlander $52 

23298 Highlander 2 $52 

28309 Highlanders $62 
28305 Iron Soldier 2 $52 

30555 Myat $63 

28294 Primal Rage $68 
30583 Robinson's 

Requiem $52 

31000 Space Ace $52 

28305 W. Gretzky Hockey$67 


,—.4 $77 

2S068 Pocahontas $56 

10940 Primal Rage $59 

31287 Prime Time NFL $68 

29567 Shining Force 2 $85 

29587 Star Trek; TNG $49 

31621 Toy Story $53 

28092 Vector Mon SSI 

10939 Weoponlord $56 

29885 World Heroes $48 

28095 Zoop $44 

SEGA CD 

33573 Corpse Killer $52 

33574 Earthworm Jim $51 

28112 Lunar 2 $46 

33572 Monkey Wand $28 

30951 Mortal Kombat $45 

33578 NHL *94 $52 


ilKombat3 
4 Grve’n Go 
31806 NBA Uva *96 
31393 NFL QB Ckib *96 
33564 NHL *90 
28243 P.T.0. 2 
28609 PGA Tour *96 
31378 Power Pigga 
10942 Primal Rage 
26142 Realm 


32X 


28986 BC Racers $52 

28967 Brutal $52 

29006 Knuckles Chaotix *58 
10197 Mortal Kombat 2 *69 
28961 NBA Action 

w/DavId Robinson $56 
28990 NFL Football *65 
28996 Primal Rage $58 
33660 Spider-Man: 

Web Of Fire $58 
28993 Virtue Fighter *58 
28980 WWF Wrestfemanla$62 
28995 World Striae Beball*S9 

GAME GEAR 

29056 5 In 1 Fun Pack $31 
33562 Buga Bunny In 

Double Trouble $29 
29113 Frank Thomas Big 

Hurt Baseball $38 

29117 J. Madden NFL *96 $34 

29118 NHL Hockey *90 $34 

32549 PGA Tour *96 $34 

29089 Primal Rage $39 

32718 Sonic Drift 2 $30 

32719 8onlc Labyrinth $30 
29066 Urban Strike $37 


Bowl 3 

31546 Toy Story 
28234 WWF Wre 
28241 Waterworld 
28171 

NHLPA AH- Stars 
31386 Yoshi's Wand: 

Super Mario 2 $62 

31386 Zoop $45 

VIRTUAL BOY 


33557 3-D Tetris 
29907 Galactic PinbaH 
29906 Mario Clash 
32725 Nestor's Funky 


32723 Panic Bomber 

29901 Red Alarm 
29904 Teleroboxer 

32724 Vertical Force 

29902 Virtual League 


GAME BO 

Z94G6 Asboida & Misste 
Command 
29374 Centipede A 

Millipede $30 

10300 College Slam *32 
29491 Defender 8 Joust *30 
29524 F Thomas Baeeball*31 
29483 Galaga A Galaxian $30 
29501 Killarlnatlnct *38 
33685 Kilby's 

Dreamland 2 $30 

29509 Mortal Kombat 3 *34 
29618 NBA Live -98 *32 

29503 NHL Hockey te *34 
29382 PGA Tour *96 *33 

29489 Primal Rag* *32 
33864 Toy Story $33 

29487 Urban Strike 832 




*30 




1CRAVE Now Will Buy 
Your Used Games 
And Systems! 

Call For More 


Division: Rockabilia, Inc. 


MAKE YOUR OWN F0RM...INCLUDE:PR0DUCT #, DESCIPTION & S 
•All U.S. Orders Add $6 -Game Systems Add $16 
•All Foriegn Orders Add $8 -Game Systems Add $20 
SEND ORDERS TO: CRAVE P0 BOX 26370, DEPT 501 ST. LOUIS P 
PHONE: (612) 942-9920 FAX: (612) 942-5341 EMAIL: CRA 
OPEN M-SAT. 9-9 SUN. 10-7 MOST ORDERS 


msm 


Inf 


1 -900-PRO-HINT (1-900-776-4468) 


SNES • SEGA • SEGA CD • 3DO • SATURN • PSX • ONLY 99 CENTS A MINUTE 
LATEST CODES • BREAK-IN TRICKS • CHEATS 







Imagine if there were no place to take all of those quarters 
that somehow end up in your pocket everyday. You'd soon have 
no space left on your dresser at home. Next, you'd have huge paper sacks of 
quarters in every closet! Thank heaven for— The Arcades! 


Street Fighter Alpha 2 


W here’s the bloody ‘3’?! Street 
Fighter and its many incarna- 
tions have been undeniably 
some of the best fighting games ever made, 
but with as many as Capcom has made, it 
still hasn’t used the number 3. However, 
using 2 doesn’t seem to be a problem — 
SFII, SFII Championship, SSFII, SSFII Turbo, 
and now SF Alpha II. 

The first Street Fighter Alpha was a 
collection of characters from throughout the 
Street Fighter series in a showdown. It featured a 
new meter, Alpha Counters, and the same balanced fighting that makes Street Fighter 
games so good. In Alpha II it looks to be more of the same, this time the meter is jagged 
so it’s easier to tell which level it’s at. Also new to Alpha II are Gen, Rolento, and Sakura 
(school girl!). Returning from Street Fighter II are Zangeif and Dahlsim. All new back- 
grounds and the same anime-style graphics are definitely worth getting excited over. No 
doubt it is going to be just as playable as any Street Fighter game, but what new fea- 
tures are being added we’re not sure. We do know that it is coming out before the 
much-anticipated Street Fighter 3, so the wait continues. But until SF3 does come out, 
Alpha //provides great nostalgia and some really great gaming. 


Rolento and Zangeif 
also make an 
appearance in 
Alpha II, to round 
out the 

new competitors. 


Gen brings some maturity to Alpha 2 with his 
silver hair and remarkably quick moves. 


Dhalsim brings his long legs 
and fire-breathing ways back 
from SFII to torture Street 
Fighters past and present. 
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M an, I still haven't got 
back from the mas- 
sive ACME arcade show in 
Orlando, but next month 
there is going to be a full 
show report. Expect even 
more on Dirt Dash. War 
Gods. SF Alpha tl. and all 
the other arcade games 
you'll be playing this sum- 
mer • Mortal Kombat 
fanatics will be glad to !■ 
know that work on MK4 is j 
under way. The game is 1 
said to be 3D with digi- 
tized characters (much 
like War Gods), and 
according to its makers | 
will once again re-define ii 
the bloody brawler • 

Speaking of War Gods, : 
we’ve heard some juicy j 
stories from the designers j 
about Kerri Hoskins. 

That's right, Kerri (Sonya 
Blade, va va voom) 

Hoskins is appearing in 
War Gods. It's also said 
that she's appearing with- 
out much clothing on. Her j 
outfit is so tight that they 
actually had to glue it on j 
her (A job I wouldn't have 
minded). • Kl 2 is still get- 
ting a ton of play in the 
arcades, but opinions are 
mixed. The true fanatics 
are just glad to have more 
of the same, but some 
expected more from the 
sequel. After all, when Kl 
first came out it was the 
most graphically impres- 
sive game at the arcades, 
but now. with Soul Edge, 

VF2, and Tekken2.KI2 
doesn’t look so hot. We’ve 
got a great move list this 
issue for those that are 
having trouble getting to 
grips with the fighting. • 

Sega is also hard at work 
on Daytona 2 for the 
arcades. We hope to get 
more info, on this at the 
show. • Here's to hoping 
the Orlando police take 
pity on me! If I make it 
back alive from the show, 
you'll get all the info, even 
the behind the scenes info 
that no one else is going 
to get. After all. who 
brought you the info from 
the AMOA show first (Soul 
Edge. Time Crisis. 

Fighting Vipers )? 



Extra Play Manx TT: 

ISM Super Bike 

I Span 


R ight from the crazy Japanese announcer 
saying, ‘ Manx 77, Super Bike’ like no one 
else can (except Patrick, but he’s been 
practicing), this game is even better than it looks. 

The graphics are even sharper than Indy 500, and 
the speed of the game is simply amazing. 

The best part of Manx 77 is wrapping your 

... '--e bike. When 

it behind, you 
an actually feel 
your bike fish 
tail, and 
vhen you go off- 
d, the bumps 
icounter are 
give you motion 

\s with all of Sega’s arcade racers, the control is unbeatable. You lean 
sways for the gentle turns and on the sharp turns you lean all the way to 

he reactive bike, great sound, and f le , side and on the 
risp, big-screen graphics make Manx brakes a , harp 

Tan experience you won't want P° warsllde ; " canbe 
, r hard to control, but once 

>miss. .., , ... 

it s mastered, it is awe- 

two tracks available are both beautiful and decidedly different, but more 
tracks would definitely be nice. Despite that, the race is so tough that you’ll find it hard to 
even finish for the first $20 you spend. 

There weren’t any linked machines at the arcade we visited. If they manage to link these 
machines together, Manx TT could be one of the more entertaining arcade games of the year. 
Definitely one you should check out. 

Tight turns like these require 
precision turning. 


Go off the road and hit bumps like these 
and you'll feel it shake, making steering 
difficult. Awesome realism. 


If you want to 
wind through 
these turns, 
you're going 
to have to 
shift your 


weight back 


and forth. An arcade game and some exercise — 
a rare combination. 


War Cods 


Williams 


y ou know that 3D digitized characters have never been 

done, but War Gods is doing exactly that. It’s combining j 
the realistic actors and actresses (oh, Kerri) digitized 
and wrapped around polygons, so that they can move in 3-D. 

Dramatic camera angles and blood are what promise to make War Gods one of the 

most anticipated 


screen shots are 
coming along slowly, 
but what we’ve seen 
so far is real nice. 
More on this as it 
comes available. 


These are all the 
screens we could 
get by press time, 
but man, do they 
look good. 


arcades 
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arcades 




Batman Forever 


Last Bronx 


Sega 


O ne thing you can say about AM3 is that it’s real busy — 
a couple more games are on the way. This one features 
polygon fighters in a city backdrop. The model 2 board 
is used to get the smooth characters onto the screen. This one 
appears to feature weapons for each character, other details are 
sketchy. But after the fun we’ve had with Fighting Vipers, this is a 
very exciting title. Stay tuned for more. 


Swooping cameras reveal the detailed 3D arena, although it 
doesn't look much like the Bronx. 


Looks like 


an 


arcade 
machine, and I'll 
bet you it takes 
money to play. 


The only two fighters revealed are a nunchuck-bearing guy and 
a girl in cammys with some big slicks. 


Acclaim 




cclaim has been 
responsible for 
^^Lbringing some of 
the best arcade games home 
to the consoles, like Mortal 
Kombat /& //and NBA Jam. 

Until now, it had never been 
responsible for making an 
arcade game. Batman Forever is the company’s first coin-op 
title and should already be on test at some arcades near you. 


The dynamic duo and the 
souped-up batmobile are 
exactly what Batman 
fans want in an arcade 
game. The question is, do 
arcade gamers want 
them in a game? 


Batman Forever is 
a one or two-player 
fighting game in 
which players may 
select either one of 
the Dynamic Duo as 
they venture through 
Gotham City’s seedy 
underbelly. Two-Face and The Riddler come straight out of 
the movie to wreak havoc and attempt taking over Gotham 
City. The high-resolution graphics 
scale in and out to give the game a 
3D feel , but while the graphics are 
a big improvement from home con- 
sole versions, they aren’t on par 
with other arcade titles. 


Fighting as Batman alone 
increases the challenge, and 
the graphics are nice, just 
not mind-blowing. 



The one new technology Acclaim does bring to the 
arcades is RAX audio technology, which really allows players 
to get aural pleasure from the soundbites and musical score 
from the movie. RAX audio technology is a high-fidelity soft- 
ware compression technology that can easily translate any 
existing audio source material into solid-state digital sound. 
This allows programmers to include virtually any sound they 
want without translating or re-programming. We haven’t had 
a chance to play Acclaim’s first arcade effort, but we do fear 
that the game could be a notch below the top arcade titles. 

Fighting as the 
Dynamic Duo is a 
good way to 
guarantee more 
coins for the vendors 
and should provide 
more fun. 






arcades 


COIN-OP 



All of the characters 
have that same crazy 
look. This game is weird, 
but man, do we want to 
play this one. 


Kids 


VF 


Sega 


S ome 
more 
pictures 
on the odd Virtua 
Fighter Kids 
reveals more of 
the baby fighters. 
Perhaps the most 




H, * 


Even at the tender age of 
five, poor old Lau had a 
receding hair line. 


entertaining part of turning the 
vicious fighters into kids is Shun 
Di. Instead of his flask full of 
whiskey, he’s sipping formula out 
of baby bottle. Still no word on 
whether this title is going to make 
it to the states, but we sincerely 
hope it does. After all, any Virtua 
Fightens better than none. 


Gunblade New York 

Sega 



Much like Virtua Cop, 
you have to lock-in on 
the bad guys and rip 
them up with a 
barrage of fire. 


S Sega’s AM3 is also hard at work on a polygon helicopter game. It looks to be some sort of 
high-tech sequel to Thunderblade, and features huge explosions, detailed cities, exploding 
cars, and tons of action. Hopefully we'll get much more on this one after the ACME show. 


This is the 
attack-chopper 
you man in this 
game. It looks 
ready to 
wreak some 
serious havoc. 


Destroying cars and a city are definitely the best parts of 
this one. 
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254 W. 35th Street 
Dept. FI 4 

New York, NY 10001 


SERIOUS 


-gapiers — looking for an 


ADVANTAGE ? 



safuriri 


D&D:TwrofDm $50 
Myst $50 

NFL QB Club ‘96 $50 
ShellShock $50 
St. Fighter Alpha $50 
Virtua Cop $50 
Virtua Racing $50 


Bases Loaded ‘96 $54 

Blazing Dragons $51 

Braindead 13 $53 

College Slam $49 

Dragon’s Lair 2 $51 

Mystaria $57 

Road Rash $51 

Sim City 2000 $48 

Toshinden Remix $55 

Virtua Fighter 2 $54 

X-MEN $54 


ASK yourself these QUESTIONS: 

Are you tired of: 

•RUNNING from store to store only to 
find out they don ’t have the game you 

want? 

•GOING around in circles trying to get 
the best price? 

•DEALING with sales people who 
know nothing about video games? 


STOP 


looking 




what YOU want 


Slpa ysh a hoiri 


Credit Card orders call: 


212 - 268-8036 


Earth Worm Jim 2 

$59 

Light Crusader 

$63 

Mortal Kombat 3 

$63 

Phantasy Star 4 

$77 

Revolution X 

$57 

Tecmo Bowl 3 

$61 

Toy Story 

$63 


1 1th Hour/7th Guest 2 $51 


Criticom 
Descent 
King’s Field 
Madden NFL ‘96 
NHL Hockey ‘96 
St. Fighter Alpha 
Twisted Metal 
Wipe Out 


$54 

$51 

$51 

$53 

$53 

$52 

$51 

$51 


Chronicles of the Sword $53 
Dark Stalkers $51 

DOOM $54 

Krazy Ivan $51 

Mortal Kombat 3 $57 

Resident Evil $51 

Tekken $45 

Toshinden $52 

Wing Commander 3 $52 


We have the HOTTEST games 
at the BEST prices. 

Still stuck on buying games the 
old way? Move on to some- 
thing better. You’re not still 
playing those 8-BIT GAMES 
are you? 

Spend your TIME and 
MONEY on better things — 
like playing and buying more 
games. Get the respect you 
deserve. 

That’s the ADVANTAGE you 
need. Call NOW. 

winD&flvtn TtctinoLOGifs 



tniinh 


C 


Prices and availability 
subject to change. All 
sales final. Next day ship- 
ping $6. No handling 
charge. NY residents add 
8.5% sales tax. 
Mastercard, VISA, AMEX 
accepted. 


kido 


WHEN you want it 


Breath of Fire 2 $55 

Donky Kng Ctry 2 $60 
Final Fantasy 3 $65 

Mega Man X 3 

Secret of Evermore 

Yoshi’s Island / Super Mario 2 


Chrono Trigger 
Earthworm Jim2 
Killer Instinct 
$55 
$60 
$62 


$65 

$59 

$65 


at the right PR1C 


Order by 12:00 PM and we’ll ship your order the same day (in-stock orders only.) 
Call for any game not listed. Pre-order your games and save 5%. Order more than 
one game and save even more. We also have a special toll-free number reserved for 
our customers. Call for details. Ore-mailusatWindRavenT@aol.com. 









You haven't escaped the Evil 
Dead yet! Check out part two 
of our strategy on pg. 88!!! 


jstwcr 2 


We've got all the killing 
moves you need, 
starting on pg. 100! 


The dead arise and are 
ready to kick your butt! 
Fight back on pg. 96! 


Assault Rigs 

Clockwork Knight 2 
Donkey Kong Country 2 
i ft Earthworm Jim 2 


Even More Codes 

Game Shark Codes 
Jumping Flash! 

Johnny Bazookatone 


Killer Instinct 2 
Museum Classics Vol. 1 
Night Warriors 
l v v Resident Evil 

x Sega Rally Championship 

* ' 

. Street Fighter Alpha 


Theme Park 
Thunderstrike 2 
Ik Twisted Metal 
l j Zero Divide 


For Codes or Help, Call.. 

Nintemto 900-288-0707 Interplay. 

Sega 415-591-7529 Acclaim.. 
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PLAYSTATION 


strategy 



! Who in the heu 


r irst ’ ttie baci news ' As many of you Resident Evil fans may 
(llllfc 1,1 have already noticed, last month’s super strategy wasn’t, 
fj | err..., exactly correct. This is due to the fact that those 

/ nutty folks at Capcom decided to make a few changes in the final release 
version of their game from the 90% Beta version we used for the first 
part of the strategy. Other magazines were also reportedly screwed 
over by these last minute changes, so the egg in our face seems to have 
been splattered collectively across the industry. But still, we send our 
' apologies to our faithful SAME PLAYERS readers with the sacred 
promise that, yes, someone will definitely get their ass thrown in The Box for 
this one! 

\ Now, the good news. All those changes Capcom made have made an 
I already great game even better. There are now more typewriters for those 

ever so important game saves and 
the storage box system is now uni- 
versally accessible. In other words, 
stick an item in a storage box in the 
west wing and it’ll be there waiting 
for you when you open an east wing 
storage box! Sure, it doesn’t make 
much sense, but it does make for 
smoother gameplay. 

Luckily, the puzzles and 
■game structure haven’t changed 
Jnuch. Follow last month’s strategy 
So get by the game's obstacles. The 
only difference in the final version is 
-that the items you receive for solving 
The different puzzles may differ from 
^hat we told you before. If that’s not 
tfe e nough for you, here’s the 
^^only hint you’ll need: the 
Star medallion is now 
A located in the Mall of 
H Paintings. Trust us, 
kw beyond that, you can 
W handle the rest! 


7 When we last left our 
favorite heroine Jill, she 
had used the Star, Moon 
and Sun Medallions to 
unlock the door at the 
end of the rear passage 
way. Admit it, you were 
lucky to get her this far. 
Well, say your prayers 
because you were 
cruisin' easy street com- 
pared with what you're 
k about to face now... . 


As you exit the tool shed, you will enter a garden 
populated by a couple of, yup, you guessed it, hell 


hounds! There are a few green and blue healing 
plants here in the garden that you can collect if you 
act quickly. Otherwise, directly to the left is a path to 
an elevator that is out of order (at least for now). 

1 Your best bet is to dodge the attacks of the dogs and 
run for the garden gate that is straight ahead. 


Tricfrs of the trade 

One of the most important aspects of Resident Evil is 
monitoring and maintaining your health. Either as Jill or 
Chris, you will face many attacks and a variety of 
injuries. If you are lucky, you will have a health canister 
with you, if and when you are injured. However, since 
health canisters are few and far between, you will 
most likely need to consume some of the potted plants 
that are littered across the mansion and its grounds. 
The green, blue and red herbs are more plentiful and 
work just as well, when they are used at the correct 
time or in the proper combinations. 

The blue herb works as an 
/ ^ antidote rf you happen to 

/ w ■ \ be poisoned by, let's 

/ j ^ say, something like 


\ .--y j GIANT SPIDERS! 

The red herb 
doesn't really 
do anything by 
itself. But what 
would happen 
if you mixed it 

, * with another 

;. plant? Hmm... 

The green herb is the most 
basic health replenisher. Just 
use it and you are likely to see a 
minimal health upgrade most of the time. 

Use the Combine command in your com- 
mand menu to mix plants to intensify 
their effects. Here's a list of what the 
combinations accomplish: / H 

Green Herb + Blue Herb: Will heal / Jwp 
you better than just the green herb j9|| 
alone and will clear your system of \ 
poison as well. 

Green Herb + Herb: Will give you 
a complete heal replenishment no / m 

matter how badly you are injured. ( M| 
Green Herb + Blue Herb + | S&J 

Herb: Complete replenishment and l n 
gets rid of that pesky poison ! 

Herb + Blue Herb: You can't mix \. 
just these two. 


Take a moment to catch 
your breath in the tool 2? 
shed, since you've eluded 2 ; 
that hell hound just in the 
nick of time. As you scan z 4 ’ 
the shed, you'll notice 
some steps. Push the steps 
over to the shelves on the 
wall and climb to the top. Here you'll 
see a crank, pick it up and keep it. 

You'll need 


Pretty Doggy! 
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Begin running as 
soon as you 
climb up the lad- 
der on the other 
side of the pool 
since a number 
of snakes will to 
start to drop from 
the Iree branches 
above you. As 


long as you are 
novina forward 


mov,n 9 rorwara 
the snakes will 
not be able to 
hurt you. Keep 
running around . 

the pool until / 
you reach an /' 
elevator that will take you to the A I- 
courtyard below. , r 


Got: another snilsr^one ? 


As you exit the eleva- 
tor, you will find 
yourself in a courtyard. 
Unfortunately, Ihere is 
hell hound 
but at least 
is only one. The 
shaft for the 
'out of order' elevator 
also empties into Ihis 
courtyard. The second 
elevator is out of order 
because Ihe battery 
lhat powers it has 
been removed. i 

Hmm, if a battery j 

could be located this I 
elevator sure could I 
make life easier. 


of inter- 
courtyard is the 
waterfall caused 
by the water from 
the pool you just 
emptied. There seems 
to be something back there... Oh 
well, better get your butt to the 
gate. You can always come back later for a better look. 
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The red door at the end of the first hallway is the entrance to the bar. 
Inside, there is a strange arrangement on the pool table that must be a 
clue. But are you willing to pay the price for this information? Well see... 


Get buzzed! 

How you decide to explore the guardhouse is 
entirely up to you. But the key that you found in the 
hive hallway will let you access one of the bed- 
rooms that contains a hidden passage way. This 
passage way will take you to the basement which 
contains a giant water tank. Now what if that water 
tank just happened to have sprung a leak? And 
what if that same water tank had some weird, hun- 
gry inhabitant? And further more, what if that 
inhabitant decided to have you for lunch? (And I do 
mean HAVE YOU for lunch.) Be prepared for one of 
the more beautiful and deadly stages of an already 
gorgeous game. Just one bit of advice, don’t fight, 
just run! 

As you 
continue 
to explore, 
you will 
find a 
hallway 
containing 
a giant 
hive. 

Quickly 
run past 

the hive and search the table. You may 
just find the key to your success. If the 
nasty inhabitants of the hive happen to 
decide they don't like your kind round here, 
make a run for the nearest exit. 


If somehow you manage to survive the 
basement level, you will 
need to return to the 
hive hallway and 
enter the room with 
the numeric key- 
code panel at the 
entrance. Just to 
make life a little easier 
for you, the code you 
need to enter is 3, 4, 5. 


V'he guardhouse isn’t < 
** I as big as the main man- 

* sion, but it is every bit as challenging, 

' with a number of unique and deadly 
adversaries hidden within. It is important 
that every room is searched to gather clues, 
supplies and those particular items that let 

B -ess the story. Beware of how you 
I in these areas in particular: the 
e hive hallway, the water tank 
ie basement), and, of course, 
he giant plant room. 




Inside, you will find a room with a bunch of 
chemicals. On the wall is the formula for the 
compound you need to mix and a list of the ingre- 
dients necessary for Ihe mixture. You will need 
three empty bottles and the following ingredients 
for your concoction: 

1 = Water 

2 = Red Solution 

3 = Purple Solution 

4 = Green Solution 
Note: The highly 
volatile chemicals can 
only be mixed at the 
sink inside this room. 



The solution you need to mix is the V-Jolt solution. 
To attain the correct mixture, follow 
these steps: 

1 + 2 = 3 
3 + 4 = 7 

2 + 4 = 6 
6 + 7 = 13 
13 + 3 = 16 

The V-Jolt solution does not 
remain effective for long but it is very 
deadly when exposed to the roots of certain plant 
life. You haven't seen a plant recently, have you? 


I hate vegetables! 

If you've been looking in the right places, you should have seen a giant plant 
root in one of the rooms in the basement. Pull out your V-Jolt solution and use 
it on the plant root and enjoy the show! 



J iw, if there's a giant plant 
oot, it must be connected 
to a giant plant some- 
where! That's right, go 
back to the hive hallway 
and open the double 
doors. You'll find a highly 
weakened giant plant, but 
fs not dead yet! Just pull 
Lit your trusty sidearm and 
np him full of lead and that 
ce care of him. 

Once the plant has been .. 

disposed of, go to the jr 

fireplace and you // j \ 

will find the last f > \ 

mansion key. Do I I 

you suppose that \ J 

means you should \ 1 1 / 

go back to the man- 

sion? You betcha! 


iSSWi-i 
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You didn't expect to |ust 
waltz right bqck into the 
mansion, didjyou? Once 
you return to the mansion, 
you'll find it filled with a 
dizzying array of the living 
undeaa. Some will be 
familiar old friends, but 
beware of a new breed of 
inhabitants called 'hunters'. 
They're sort of like a mixture 
of Freddy Krueger and frogs 
on steroids. They are fast 
and extremely deadly. 


»?«< rifi 


strategy PLAYSTATION 


Where Eagles Dare 

After you've managed to evade some 
of your new friends, make way to the 
locked room closest to the rear 
entrance. Inside is an office where you 
will find something called a 'Doom 
Book'. Use your command menu to 
check out the book closely by turning 
the edge of it towards you and open- 
ing the book. Inside you 
will find the eagle 
medal. Keep this in 
medal in a 


Proceed to 
the locked 
door in the 
fireplace 
room on 
the second 
floor. Use 
your new 
mansion 
key to 
enter, but 

make sure that you are healthy and well 
stocked with weapons and ammo 
before entering... 


..because once inside, you 
are going to have a IHIte get 
reacquainted party with the 
GIANT SNAKE! Luckily for you, 
he's a little worse for wear from 
i your last encounter. A few well 
1 placed shots will fake care of 
him once and for all. 
Afterwards, expect a visit from 
an old friend and take a look 
I at that hole in the floor. 
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There are two libraries to 
explore on the second floor. 


PLAYSTATION strategy ] 

r Scared 


Pass through the first 
library to enter Ihe second 
library. Push the button on 


light. Push the statue to the 
spotlighted area and a 
book shelf will move expos- 
ing yet another secret room! 
Enter to find Dum Dupi bul- 
lets for a magnum' handgur 
Now if you > 


New 


World 

So you thought you 
had this whole 
mansion thing fig- 
ured out? Guess 
again. Use a rope to 
climb down that 
hole and check out 
that creepy tomb- 
stone. There's a 
whole other world 
down here! 


There's a few nasty 
types to watch out for / 
down in the base- / 
ment, but for the most / 
part, just search for / 
things you need and 
head to the elevator in \ 
the kitchen. Take the \ 
elevator up to those \ 
previously inaccessible \ 
second floor rooms! 


room hidden behind a bookshelf. \. . 

Push the shelf aside and enter to x. 

collect that battery you need for the^''"— _ - — 

second elevator in the courtyard and get a nice 

look at where you'll eventually need to go — the helicopter pad! 
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strategy PLAYSTATION 



As the door that exits this newly 
explored area uses a passcode, you'll 
need to return to the kitchen via ele- 
vator and take the stairs to access 
the last locked room on the second 
floor. When you enter the room with 
the stuffed animals, turn off the light 
and you'll see Ihe eye of the deer's head 
shining. Move the steps and 
retrieve the red eye from the deer 
while Ihe room remains dark. The 
eye turns out to be Ihe red jewel 
that sure would look nice with that 
blue jewel you had a while ago. 



Greedy Damned 
Tiger. S*t. -2 


. There's that blue jewel! Now go ahead and 
\ offer the tiger the red jewel. At least this 
k. \ time you're presented with something 
* | useful - a Colt Python Magnum 
/ Handgun. Use it with your magnum 
/ rounds and it's deadly. Use it with your 
/ Dum Dum rounds and it kicks @$$! I 


Baii and forth! Bacii and forth! 

H ow that you have the magnum, you have pretty 
much cleared the mansion. You can back track 
through the entire mansion and double check rooms if you 
. want. There will actually be some new items in some of the 
rooms. But for the most part, now that you have the battery, it’s 
time to activate that second elevator in the courtyard. Once 
activated, go to the pool and use the crank to close the dam 
and refill the pool. Take your new elevator back down and 
see what was behind that waterfall in the courtyard... 


Will this gam 

never end i 

You've survived a lot, but 
there's still a ways to go. With 
the waterfall gone, a secret pas- 
sage is revealed, go down the 
ladder to continue the horror! 


MMR to toe 

underground 

The underground is all about explor- 
ing, gathering and fighting for your 
life. Use what you've gathered to 
send yourself deeper into the cav- 
erns. But stay alert, it may be the only 
thing that keeps you alive. 


The underground caverns are dark and 
creepy, even more so when you discover 
old friends dead or dying. But don't forget 
to look to your friends for help. You'll be 
surprised how helpful they can be, even 
when they're dead as a 
door knob. 


1 :. 
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A«d you thought tSe i siia!i« was big! 


w* 


PLAYSTATION strategy 


Very soon after X - - 

you have dis-/ \ 

covered the / \ 

flame rounds h'nni mnn 

for your V J ) ' * 1^.. 

bazooka, you V / >' 4 'jSiiJ 

will come upon V ' - ' ,I-~ - '' 

the mother of all spi- ■ “ 

ders! Stay calm and use \ 
that bazooka on the spider \ 
and you'll get out of there rl? 
just fine. But make sure to 
use the combat knife in the »J» 
room to cut through the 

webbing on the door to C " ’* i ‘ * . . 


veuoing on me aoor to - - ■» . .. 

avoid wasting ammo. ' ' 


Hungry Hire 


Once past the 
spider, you 
will soon 
encounter a 
second 
boulder. 

First use 
your crank 
three times to 
move the walls 
so that the opening is 
to the left, then approach the boulder and 
when it starts to roll jump into the hole in 
Ihe wall as it passes by. The hole in the wall 
will lead you to a secret room! 


Inside the 
secret room, 
move the 
statue along 
the wall until it 
is across from 
Ihe clear spot 
on the floor. 
Use the crank 
once again to 
push the 
statue away 

from the wall. The crank must be 
used a second time to retract the 
portion of the wall that pushed 
the statue away from it. Now 
push the statue over the clear 
spot and Ihe panel on the wall will 
open.The second 'Doom Book'. Like 
the first one, use the check Hem 
option in your control menu to open 
the facing edge of the book. The book 
will open to reveal the wolf medal. 


The enif of the line'/ 


After obtaining the wolf medal, proceed to the elevator that takes you to the 
secluded fountain on the courtyard level. Place the eagle and the wolf medals in 
their respective positions on the opposite ends of the fountain. The fountain will 
then open up to reveal another elevator. 
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Epilogue 


So you think you finished it all, do 
you? Well, guess again. Word 
from Capcom is that there are six 
different endings in Resident Evil. 
The endings are determined by 
your gameplay and how many of 
the characters survive. You've got 
to figure that the triggering device 


The game is kind enough to automatically unlock level B3 for you, but to 
unlock level B2 you need to use the password 'Mole'. 


strategy PLAYSTATION 


UMUrella i uni [iitlfr (IS ROPI S'" 
Copyrights UinDrella tnrp. 
Login: JOHN 
Password: « * * _ 


B2 

B5 

camel 




thing to do with one of the endings. In addition, there is the locked 
closet in the main mansion that remains inaccessible throughout 
the first game. Apparently, if you can finish Resident Evil in under 
three hours, you will be able to access that closet. Rumor has it that 
you may find a missile launcher with unlimited ammo in there. Use 
the missile launcher and blast your way through the game within 
another three hours and an extra-gory ending will be revealed to 
you. Sounds like a challenge to us... 


Permission UPnied! 
Try Elder Password 


Password: > » » « 


* 


One of the most 
important parts of 
| the Laboratory 
level is using the 
computer to 
unlock the 
electronically 
controlled doors. 
The tricky part of 
this little task is 
knowing the 
passwords. 
We'll be nice 
just this once 
and provide 
you with 
the passwords. 


G ive yourself a pat on the back for making it 
this far. In a game as deep and fulfilling as 
Resident Evil, it’s quite an accomplishment. And 
if you’re still alive, you’ll notice that there was 
plenty that we didn’t give away in this strategy 
(mostly because we didn’t have the room!) And 
just so you won’t be devoid of challenge, 
we’re not going to give away much about the 
final level. Just be assured that in the 
Laboratory level, all your questions will 
finally be answered. That is, if you survive 
the final level, with all the treachery and 
foul play that’s about. 


The Laboratory level is \ [0 

filled with death and dan- y.v...' t: 
ger. Make sure that you \ . * 
turn on all power sources, j M 

gather all passcodes, uncover ] 
every due, and you may have 
a chance of surviving. On second Xf 

thought, by the looks of that \ 
humongous monster, I doubt it! 


One 


trie 


for 


road 


E 






To log onto the computer use the name 'John 
and me name 'Ada' for the passwords. 


m 

L. M: 4n 
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Chaos Flare OOO + Punch 

Bat Spin OOO + Kick 

Demon Cradle OOO + Punch 

Dashing Demon Cradle OOOOO+ Punch 

Negativus Thorn 360 + Punch (when close) 

EX Attack: Midnight Pleasure. .OOQ+ 2Punches 
EX Attack: Demon Blast OOO+ 2 Kicks 


Plasma Beam OOO + Punch 

Might Launcher OOO + Kick 

Genocide Vulcan OOO + Punch 

Reflect Wall OOO + Punch 

(Guard Reversal) 

Circuit Scrapper OOOOO + 

Punch (when close) 

EX Attack: Confusioner. . . . OOO + 2 Kicks 
EX Attack: Final Guardian, .OjOOQO + 2 Kicks 


CODES 


tactics 


Guard Reversal is the ability of each character to cancel his/her 
own block into a particular special move, depending on who the 
character is. To perform a Guard Reversal, you must finish the 
code for your particular Guard Reversal at precisely the same 
moment you block the move you are attempting to Guard Reversal, 


As you perform hits and 
moves, or block a hit, this 
special bar fills itself up. 


| Once it has been filled, it 
,pl begins to fill again. The 
*,.... color cfian 9 es f ° r each 

I WiMm tlme fills up- Most special 
moves or throws can be 
powered up to ES versions. 
This uses one full level. The EX moves 
require one level as well. The more times 
the meter fills up, the more ES and EX 
moves you can pull off consecutively. 


By hitting strong or fierce in the first frames of a throw animation 
you can allow your character to land on his/her feet and be in posi- 
tion to strike. You can also flip out of a hold after the first hit, if you 
time the button correctly. 


Rollin', Rollin', Rollin' 

After being knocked to the floor, you can press toward or backward to move while getting up. It’s good 
to get out of trouble or set up a quick counter. You’re also invulnerable to normal attacks while getting 
up. A great way to set up a throw is to roll into your opponent and perform the throw. 





tactics 


CODES 


Lord Raptor 


YRON 


Morrigan Aensland. 


The combo system allows you to chain a series 
of normal attacks together, much like 
Street Fighter Alpha. You have to can 
cel the animation of a normal move 
I % into another normal move, so that 
the hits come in rapid succession. 
\ To successfully pull off a chain 
' combo, you must hit the next 
attack at the precise moment 
your first attack makes contact. The 
best order for chains is as follows: 
Jab-Short-Strong-Forward-Fierce- 
Roundhouse. Therefore, you could 
conceivably pull off a 6-hit combo with 
all six buttons in sequence (that is, if all 
your attacks can reach the opponent). 

Flowever, you can skip any of the attacks in 
the sequence for shorter chains. For example, you 
can do a Jab, Strong, Forward, Roundhouse or a 
Short Fierce. However, you can’t reverse the moves 
— you must start with weak and work your way up. 


Skullsting OO + Kick 

Hell’s Gate OOOOO + Kick 

Death Hurricane OOO + Kick 

(Guard Reversal) 

Skull Vanish OOOOO + Punch 

(when close) 

EX Attack: Evil Scream. . OO + 2 Punches 
EX Attack: Death Voltage. OOOOO + 2 Kicks 
EX Attack: Hell’s Dunk. . . OOO + 2 Punches 


lai Girl O hold, O + Punch or Kick 

Hane Yaiba OOOOO + Punch 

Kaeshi Yaiba O + Punch ( after contact w/Hane Yaiba) 

Tsuji Hayate OOO + Punch (after contactw/Hane Yaiba) 

Mukuro Fuuji OOO + Punch 

Ki En Zan OOO + Punch 

(Guard Reversal) 

Kirisute Gomen 360 + Punch (when close) 

EX Attack: Onikubi HiiAri. OOOOO + 

/ 2 Punches 

EX AttactJstirane Girt . . OOOOO + Soul Fist. 

o Kirks Mid-air Soul Fist. 

Shadow Blade 

Shell Kick 

Vector Drain 

EX Attack: 
Darkness’ Illusion. . 
EX Attack: 

Astral Vision 


Soul Smasher 000+ Punch 

Mid-Air Soul Smasher. . OOO + Punch 
(in air) 

Zodiac Fire OOO + Punch 

Orbiter Blaze OOO + Kick (in air) 

Galaxy Trip OOO + Kick 

Planet-Burning OOOOO + Punch 

(when close) 

EX Attack: 

Cosmo Disruption OOOOO + 

2 Punches 


. OO + Punch 
OO + Kick 
OOO + Kick 
, OOO + Punch 
(Guard Cancel) 

. OOOOO + Punch 
(when close) 

. OOOOO + Kick 
(when close) 

. OOO + 2 Kicks 
. OOO + 2 Punches 
OOOOO + 

2 Punches 


OOO + Punch 
OOO + Punch (in air) 

OOO + Punch (Guard Reversal) 
.0 + 0 (in air) 

OOOOO + Punch (when close) 


Jab, Jab, O, Strong, Fierce 


Screwjet 

Trickfish 

Poison Breath 

Sonic Wave 


Crystal Lancer. 


Sky Neptune. 


EX Attack: Aqua Spread. 
EX Attack: Water Jail. . . 
EX Attack: Sea Rage. . . 


. . Jab, Jab, O, Short, Fierce 
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Climb Laser OO + Kick 

Forward Beast Cannon OOO + Punch 

UF Beast Cannon OOO + Punch 

(guard reversal) 

DF Beast Cannon OOO +Punch (in air) 

Million Flicker OOO + Punch 

Wild Circular OOOOO + Kick 

EX Attack: Dragon Cannon. .OQOGQ+ 2 Punches 
Ex Attack: Mirage Body. . . . OOOOO + 2 Kicks 


Big Snow OOO + Punch 

Big Towers OO + Punch 

Big Cyclone OOO + Kick 

Big Typhoon OOO + Kick (Guard Cancel) 

Big Brunch OOOOO + Punch (when close) 

Big Swing 360 + Kick (when close) 

EX Attack: Big Freezer. . OOOOO + 2 Punches 
EX Attack: Big Ice Burn. .OOOOO + 2 Kicks 



■ ictor Von Eldenheim 


Giga Hammer O Hold, O + Punch 

Giga Buster O Hold, O + Kick 

Gyro Crush OOO + Punch 

Giga Burn OOO + Kick (Guard Reversal) 

Mega Spike 360 + Punch (when close) 

EX Attack: Thunder Break O Hold, 0 + 2 Punches 

EX Attack: Great Geldenheim OOOOO + 2 Kicks, Punch 


Donovan Baine 


Drop Sword Punch + Kick 

Call Sword Punch + Kick 

Sword Elementals: 

Efreet Sword OOO + Punch 

(Guard Reversal) 

Blizzard Sword. . . . OOOOO + Punch 
Lightning Sword. . . OOO + Punch 
Sword Grapple. . . . OOOOO + Punch 
(when close) 

EX Attack: 

Breath of Death. . . OOOOO + Kick 
EX Attack: 

Change Immortal. . . Strong, Jab, O Short, Forward 


Anakaris 


Sarcophagus Dance Punch + Kick 

Pharaoh’s Judgement OOO + Punch (in air) 

Cobra Blow 00+ Punch 

Mummy Drop OOO + Punch 

The Void (catches projectiles). .OOO + Kick 
EX Attack: Pharoaoh’s Magic. . Forward, Jab, O Forward, Roundhouse 

EX Attack: Chasm of Hell OOOOO + 2 Kicks 

EX Attack: Pharaoh’s Split. . . . Jab, Jab, O Forward, Roundhouse 


Anki Hou OOO + Punch 

Sempuu Bu OOO +Punch 

Henkyou Ki OOO + Punch 

(Guard Reversal) 

Houten Geki OOOOO + Punch 

(when close) 

EX Attack: Jirei Tou. . . OOOOO +2 Kicks 
EX Attack: Tenrai Ha. . Short, Roundhouse, Strong, 
Strong, Up 


Felici a 


Rolling Buckler OOO +2 Punches 

Rolling Scratch OOO + 2 Punches 

Delta Kick OOO + Kick 

Sand Scratch OOO + Kick (Guard Reven 

Hellcat OOOOO + Kick (when clci 

EX Attack: Dancing Flash. . OOO + 2 Punches 
EX Attack: Please Help jVle. OOOOO + 2 Kicks 
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STILL FUN TO 

PLAY WITH 

Just like Fido, your good oi' Sega Genesis System still MicroMachines take you through incredible obstacle 
has a lot of play left in it! GameTek is offering seven courses at blistering speeds. Fantastic Dizzy, Cosmic 
new titles for Fido SEVEN BIG TITLES to give your Spacehead and Man Overboard round off the lineup! 
Sega Genesis a good kick in the butt! 

It's time to get the dust off of the gamepads and start 
We now have some of the fastest, hottest, action-packed playing some new games with Fido, cause he ain't 
games available for the Sega Genesis. Save the gettin' any younger! 
universe with Captain Havoc's help. Tilt the tables in 

one of the hottest video pinball games around, Psycho Interested? Give us a look up on the world wide web at 
Pinball. Lose your head in Cosmic Spacehead. http://www.gametek.com 

FANTASTIC DIZZY 
MICROMACHINES 
COSMIC SPACEHEAD 
MAN OVERBOARD 
CAPTAIN HAVOC 
MICROMACHINES 2 
PSYCHO PINBALL 

FOR YOUR SEGA 

GENESIS 


Sega and Genesis are trademarks of Sega Enterprises, LTD. All rights reserved. GameTek is a trademark of 
GameTek (FL) Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 U.S.A. 






Back Stab 

OOOOO + QP 

Boot Kick 

OOO + K 

Skull Splitter . . 

OOO + K 

The Conqueror . 

OOO + p 

Web of Death . . 

OOO + fp 

Combo Breaker 

OOO + (P or K) 

Destroyer 

OOOOOOO + fp 

Finishers 

OOOOO + mp 

OOOOO 

+ MP , 

OOO + MK 

4 ! 

OOOOOOOOO ivsp- A ^ 


TJ 

Air Shocker .. OOOOO+ 

MK (in air) 

Cyclone Hold FP, 

Release FP 

Fake Dizzy OOO + QK 

Powerline . . . oo + FP 

Roller Coaster . . OO + MP 

Skull Crusher . . OO + FK 

Spin Fist OO + QP 

TJ Tremor OO + MK 

Triple Roller Coaster . OOOOO + MP 
Combo Breaker 00+(PorK) 

1 

Finishers 

OO + FK 

OO + FP ^ 


Move Key 

P = Any Punch 
K = Any Kick 

QP = Quick Punch (Button 1) 

MP = Medium Punch (Button 2) 

FP = Fierce Punch (Button 3) 

QK = Quick Kick (Button 4) 

MK = Medium Kick (Button 5) 

FK = Fierce Kick (Button 6) 


l\' % * 

Firecracker . . OOO + MP/FP 
Fireflower . . . ....OOO + QP 
Split Kick . . OOO+k 
Tornado Kick . . . OOO + K 
Air Flame . . . . . . 000 + MP/FP 
Air Flame DownOOO + P 
Combo Breaker ooo+ 

(P orK) 

Finishers 

OOO + QK 
OOO + QK 
OOOOOO+mk 
oooooo + QK 


E 


i mi n§ | 

... 

ARCADE 

strategy 
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indouken vwU+ jB . 

FakeEndouken. . OOO + ft 

Fireball Spray 0000 + QP 

Laser Blade. . 000 + FP v 

. Multi-Slide Kick . 000000 f K 
I Multi-Wind Kick . 000000 + MK 

K Ninja Slide 000 + K 

I* Red Endouken . (hold) FP, 00000 
I, (release) FP ' . 

f Rush Roundhouse . . . . O + FK 

Throw 0 + FP (while close) 

Uppercut ... 0000000 « 

* Windkick. . . . 000 +k 
, Tiger Fury ... . 000 P 
Combo Breaker . 000 + (P or K) 

Finishers 

00000+ qk 
000 + QK 
000 + FK 

000000 + MP 


OOO + p 
OOOOOQ 

+ MP 

OQO + mp 

OOO (hold) QK 

OOO Iff 

.OOO + (MK or FK) 
(in air) 

.OOO + qp 
.OO + FK 

OOOOQO 

+ FP 

.OOO + (PorK) 


Cold Shoulder 
Energy Gain . 
Jce'Lance . . . 
Ice Uppercut 


Tip Kick OO - WIK 

Jungle Lear . OO+FK 
Jungle Strike . 000+ FP 


Icy Grip 

Liquidize . . . 
Super Fireball 


Savage Blades . . . .OO 
. +MP 

: Slice N’ Dice . OOO 

m ooo 

+FP 

Tree Cutter . OOO 

Par OOOO 

OO+FP 

Finishers 

OO + FP 

OO + FK 

OOOOO + QK 
: OOOOOO + QP 


Combo Breaker 


Finishers 
OOOOO + qk 
0000 + QK 
OQOOOO + qk 

0600+ MK 


i 

/ 



f i 

Ilia 

&J! 

■ M 

+ ' ft strategy 

ARCADE 

— 


-T* 



f 4jL m 

* A 

1 'H 

" 

W- 

\ 

1 jR 

L M 


« 
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Power Devour 
Shield Catch . . 
Skele Skewer . . 

Skeleport 

Skull Replenisher . . 


Laser Storm . . 000 


000000+ fp 

O© + (P or K) 


Triple Fire-Claw 
Combo Breaker 


ARCADE strategy 


+ P 

Plasma Shield 

000 + P 

Plasma Slice 

OOO+P 

Super Charge . . 000 + Ml 

Teleport OOO + K 

Twist Uppercut . ooooooc 

+ FP 

Combo Breaker . . . . . OOO + (P orK) 

Finishers 
300+ qp 
OOO + QK 
OOOOOO + mk 
OOOOOO + MP 


OOOOOO 


OOOOO + K 
000+ (MP or MK) 


Chest Sparks 

Cyb'erDash . 
Eye Laser . . . 


Air Buster 

Baton Dash . . 

Flik Flak 

Helicopter ? Kick 
San 


Slide 


.*. 000+ k 

OOO mp 

OOO K 

OOQOOOO+fk 
OOO FP 

OOOOO + K 

. .OOOOOO + mk 

OOO+P 

OOOOO + fp 
00+0 


Tiger Charge . . 
Tona Fire .... 
Tonfa Rush . . . 
Combo Breaker 


Finishers 
OOOOO+qk 
OOOO+QK 
OOOOOO + qk 

OOOO + MK 


✓ 
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CALL 800-706-9500 AND SUBSCRIBE 
TODAY. FOR FASTER SERVICE HAVE 
/OUR CREDIT CARD READ/. 

YOU’LL (SET 12 ISSUES OF 
A/£XT GGA/F&FT/0AY FOR 
ONL/ $19.95. THIS SAVES 
YOU AL/IAOST 70% 0FF 
THE NEWSSTAND PRICE. 



The future of interactive 
entertainment. 

Canada: $US 33.95 includes GST. Foreign: 
43.95. Prepaid in US funds. Offer expires 
8/31/96. Single copy price for 12 issues is 
$59.88. Please allow 4-6 weeks for delivery. 







get back 
to work! 


THUNDERSTRIKE 2 


U.S^ Gold for ScrfOrrt.: 


All you Saturn owners out there can 
satisfy your bloodlust by utilizing the 
following level codes for the Saturn 
version of Thunderstrike 2! 


second 
as Code 

Roger Burchill has 
already assumed j- 
the nasty, anti-social, 
unshaven, mutter- 
’ ing, cursing, 

1 hard-drinking 
“persona necessary 
• to create the ; 

- ' nightmarish 
monstrosity that is 
Code Breakers! 


Hi 






eyyou! Yeah, you! 

What the hell are you 
doing reading this 
■ magazine? Aren’t there codes > 

' ' that you could be cracking, ',1 
i ■ ’ cheats you could be discover- ’ 

' ■ ■ ing? Don’t cry to me about . 

■'l' r food and sleep! Find me some 
l.fi, codes or you will feel the sting- 
• ing slash of my Monkey Whip! ■ 

S'u Ohhh, sweet pain... 
l n , But as long as you’re 
«' ij' blacking, listen up for this 
m '' ; month’s update. Once again, 

'■ | '■ we’ve gathered the biggest and 7, (i 
.best collection of late-breaking, : 
i ground-shaking codes. That’s 
If right, if you want it, you know •' .£ 

7 ^ where to find it, right here in ' ' 

■' ' the sacred pages of SAME 
!' : ■JP. LAYERS ; And as long as 
\ • we’re talking about the latest 
’ 7 i ,! in codes, let’s take a moment 
to address those of you who • , 
i» have been sending me codes 
y ,, from games that can conserva- "'A 
| { tively be called ‘old’. If a game 
f | is over six months old, don’t , 

1' ^even bother sending me codes f ^ 
j ' unless you happen to discover 1 
f , something like Teri Hatcher’s H| 
fe; phone number hidden inside, 

!'■ ' This month we are happy 
i ■' to welcome the folks at Interact •> f 
Accessories to the Code 


Dungeon. Interact will be pro- 
, i viding us codes for the Game , 
Shark on a monthly basis. In ■ 
other words, they are going to ! ^ 
make my life easier. Which js ’(!’ 
What you should be doing. So' ' " 1 ' 


Proceed to the password 
entry to utilize the codes. 


Eastern Europe 


Level 1 JL08QF4NEREFS6I 

Level 2 JK6KRVCPMREFRVA 

Level 3 JNB4RDKN1REF1IQ 


Gulf 1 — Capture 


Level 1 JNV4RBSAAVMFSK2 

Level 2 JN64RNSCNVMFQ2Q 

Level 3 JM44RNSF2VMF1AQ 


Gulf 2 — Oil Dispute 


Level 1 JPL4RNCF236FSQ2 

Level 2 JPRKRNCGH36FRDA 

Level 3 JB1 KRND2B36F0DQ 

Level 4 JAN4RND5K36FU1 1 


South China Seas 


Level 1 JB34RND5866FTK2 

Level 2 JAI4RND5K66FS4I 

Level 3 JDBKRND7A66FR5I 


.JA943ND9U66FINJ 


South America 

Level 1 — J6HH1 FC5VBDVSIQ 

Level 2 JW11NC7CBDVR0Q 

Level 3 JV41URC7TBDV1 PQ 

Level 4 J1M1URC9MBDW4I 


South America - Stealth 

Level 1 J9U9U3CRNFDFS9Q 

Level 2 J94PUNCQ8FDFRK2 

Level 3 J81 9V7CSFFDF1 41 


Panama Canal 

Level 1 JSFPVMCV0JCFSF2 

Level 2 JSQ9SUCUUJCFRT2 

Level 3 JJ19S6K1 3JCF0TQ 


Central America 

Level 1 JIOPT3C05NAFTPQ 

Level 2 JIT9TBCJ8NAFRU2 

Level 3 JL5PTNCLGNAF162 
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THUNDERSTRIKE 2 


Gold for PlayStation J 

Working Vacation 

For all of you who like to destroy, destroy, destroy! 
Here’s a few level codes that will have you creating 
maximum mayhem with minimum effort. To input 
these codes, just go to the password entry and pop 
them in! 

South America 

Level 1 0NHV0V6VEBDU55Q 

Level 2 2NH70V9VEFDQ592 

Level 3 7RH30V7AEFD64BI 

Level 4 8NH30V8EEJD24PI 

Gulf 2 — Oil Dispute 

Level 1 VNHR0V0E6JDE53I 

Level 2 ORHV0UO66NDA53A 

Level 3 IFHDOUOU6RDM5P2 

Level 4 NJHP0UKE6VDI5BI 

Stealth 

Level 1 O7HP0UOQAUDE45A 

Level 2 U7HL0UNIAUDA5RA 

Level 3 AFHP0UKUA2DM4HI 

Central America 

Level 1 FJHL0UGII2CE4KI 

Level 2 G7HH0U72I2CA5R2 

Level 3 2BHP0URQI6CM58A 

South China Sea 

Level 1 KRG50URQ26GE4J2 

Level 2 0RGL0UTI3AGA5UI 

Level 3 FRG9S1CM3EGM52I 

Panama 

Level 1 93G5SD9UNGGE40A 

Level 2 WG55HUENGGA4SQ 

Level 3 JNGH4CPUNKGM5TI 

Eastern Europe 

Level 1 L3GG4406V0EE5R1 

Level 2 F7GK5S2QV0EA41A 

Level 3 27GK50UMV4EM58Q 

Gulf 1 — Canyon 

Level 1 7FGK48T6R8ME4NI 

Level 2 8JGK48VUR8MA5JQ 

End T7GK28U2SCMM40I 


ASSAULT RIGS 


Psygnosis for PlayStation 


Tanks For The Memories 

This month we seem to be fixated on destruction. So 
here are a tank load of level codes, an invulnerability 
code and an all-weapons code. 

Level Codes 

Level 1 - Welcome Circle* Circle, Cirde, Circle* 

Circle* Circle 

Level 2 - Next Gen Square* X, Square* X, Triangle* Square 

Level 3 - This Way Triangle* Square, Square* Cirde* Cirde, Triangle 

level 4 - JoyJoy Triangle* Square, Triangle* Triangle, Cirde* Triangle 

Level 5 - Noddy Square* Triangle, Triangle, Triangle, X, Triangle 

Level 6 - Wastelands Triangle* Square* Cirde, Circle* X, Square 

Level 7 - Vertigo X, Square, Square* Square, Circle* Triangle 

Level 8 - Gem Tower Triangle* Square* X, Square* Triangle* Triangle 

Level 9 - Bridge Square* Triangle* Square, X, Triangle* X 

Level 10 - Obliterate Triangle* Triangle* Cirde* Square* X, Square 

Level 11 - Arena Triangle, Triangle* X Triangle, Circle, Square 


Level 12 - PBM . . 
Level 13 - Ramps 
Level 14 - Oasis . 
Level 15 - Halls . 
Level 16 - Coaster 
Level 17 - Mine . . 
Level 18 - Look Up 
Level 19 - Deadline 


. Circle, Square* Triangle, Triangle, Triangle, Cirde 
. Triangle, Square* Circle* X Triangle, Square 
. Triangle* Triangle* X Square, Square, X 
. Circle* X Triangle* Triangle, Triangle, Triangle 
. Circle* Square, Cirde, Circle, Cirde, Square 
. Triangle, Triangle* Triangle* Circle* Triangle, Square 
. Square* Circle* Square, X Square, Triangle 
..XX Square, X Triangle, Circle 

Level 20 - Fort X Square* X Triangle, Triangle* Square 

Level 21 - Stairway Triangle* Square, Triangle* Square* Triangle* Triangle 

Level 22 - Park A Lot Square* Square* Triangle, Circle, Square* Triangle 

Level 23 - ZamCam Cirde* X X X X Triangle 

Level 24 - Shoot me Triangle* Square* Square, Triangle, Triangle, Triangle 

Level 25 - Wild Triangle* Circle, Triangle* Triangle* Cirde* Square 

Level 26 - Oil Rig Square* Circle* Circle* X Square, X 

Level 27 - Rightway X Circle* Square* Triangle* Triangle* Square 

Level 28 - Waste Two Square, Circle* Square* Square, Square* Square 

Level 29 - Dodge Triangle, Square* Circle, X Cirde* Circle 

Level 30 - Air Square* Cirde* X Circle* X Square 

Level 31 - Jump Cirde* Square* X Triangle, Cirde* Triangle 

Level 32 - Room 101 Triangle* Square* X Circle, Square, X 

Level 33 - Firepower XX Triangle* X X Square 

Level 34 - Wave X Circle* Square* Cirde, Circle* Square 

Level 35 - Push Off Cirde, Triangle, X Triangle, X Triangle 

Level 36 - Perimeter X Triangle, Triangle, X X Square 

Level 37 - Spiral X Triangle, Triangle* X Triangle, Square 

Level 38 - Bounce Circle* X Triangle* Triangle* Square, Triangle 

Level 39 - The Castle Square* Triangle* Square, Triangle, Square, X 

Level 40 - Fortress Square, X Triangle, X X Triangle 

Level 41 - Lifts Ahoy Triangle* X, Triangle* Circle, Square* X 

Level 42 - Push Me Cirde, X Triangle, Cirde, Triangle, Square 

For the all important I 
invulnerability code, 
press Left, X Left, X 
Left, Left, X Right, 

X Right, XXThe 
message Invincible! 

Yes indeedy.' will 
acknowledge 
the code. I 


LJNiTERiniG 
miLITRRV ZONE 
PUSH mE 
QXAOAD 


Enter all of the 
codes at this 
' password screen, 
” then go out and 
bag yourself a tank! 
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r STREET FIGHTER ALPHA 


Capcom for PtayStatipn 





Hidden Characters 

These codes will allow you to play as the hidden 
characters in Street Fighter Alpha. 


To play as M. Bison, 
go to the random box 
on the character select screen. Hold down L2 and press Left, 
Left, Down, Down, Left, Down, Down, Square + Triangle. 


To play as Akuma, go 
to the random box and 
hold down L2 and 
press Left, Left, Left, 
Down, Down, Down, 
Square + Triangle. 


To play as Dan, go to the 
random box, hold down L2 
and press Triangle, Square, 
X, Cirde, Triangle. 


To access the character's other color, 
just replace Square + Triangle with 
Cirde + X for M. Bison and Akuma. 

For Dan, just reverse the order of 
entry and press Triangle, Cirde, X, 

Square, Triangle while holding the L2 button. 




0m 

TWISTED METAL 


m? 

Sony Interactive for PlayStation 



I Can See Clearly Now 

Yes, here’s another straggler that didn’t quite make it in last 
month, but is a blast to use. 


view enter 


screen. This 
view will only 
work on the 
arena stage 


rooftop stage. 


Make sure 
that you push 
START + Up 
while you're 
in the stage 
to select 
this view. 


r 

ZERO DIVIDE 

1 

■ 

Time Warner for PlayStation 

2 — 


Invulnerable Phalanx! 



This isn’t actually a code for Zero Divide itself, but rather for the shooter game Tiny 
Phalanxithat is hidden inside. We told you how to access the game last month, but 
for those of you who weren’t paying attention: hold down the START and SELECT 

buttons on the second controller 
while turning on the game. Anyway, 
if the game 


To be an invincible Phalanx, 
go to the option screen of 
Tiny Phalanx!, highlight the 
speed option and press 
Left/Up, L2,R2, and 
Triangle at the same time. 

The background screen will 
turn red if you have done 
this correctly. 
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Namco for PlayStation 


Time Warp 

Here’s an oldy but a goody that worked on the 
original Galaga Game when it was in the 
arcades ages ago. Now that the original is on 
Namco’s compilation disc of classic games, 
you can use this little cheat again. Neat, huh? 


f ' New Feature 

'Forihose of you code fanatics out there 
j ' wha aren’t merely satisfied with built-in ^ 
l i' r ’- codes, Code Breakers will be running f 
V'J l. codes for the Game Shark Videogame ■< 

« Enhancer on a monthly basis. A product ’• 
lfX' f of Interact Accessories, Inc., Game Shark’’ 
i allows the gamer to customize control 
' .settings and choose from a number of 
l , options including unlimited power, ' 
lives, weapons, levels and more. jgj | a| 
' Available for both the Saturn 
and PlayStation, both versions 
come pre-loaded with codes for 
, some of today’s hottest videogame 
: titles. But the best feature is that the g% » Pi 
' Game Shark is continously updata- 
, ble. Game Sharkers have four 
• options to choose for their code 
updates. There is the code hotline at 1 - 1 ! 

900-773-SHARK, the ‘Dangerous Waters’ 1 
- tip sheet subscription, the ‘Dangerous 
Waters’ World-Wide Web membership to 
, excess the ‘Surfing With The Sharks' web 
, ' . kite, and of course, you can find Game 
' ; Shark codes right here in game 
| ’Player^ own Code Breakers column. 


Let the two 
remaining 

8 ships fly and 
shoot at you 
® for about 
|p . Be 

P otieni anc! do 
not even fire one 
single shot during 
this time. After a while, you will notice that 
the ships will stop shooting at you. Let the 
ships pass aboutfive times so that you are 
sure that they have stopped firing. Once you 
are sure, go ahead and kill the two remain- 
ing ships. From that point on, no ships will 
shoot at you in any of the following stages! 


U.S. Gold for Saturn 


Rockin’ Codes 

Although this game doesn’t make it anywhere near 
my ‘most wanted’ list, if you’ve got it, these codes 
should help you squeeze the most out of it. 

Yes, we've got all the level codes for this strange, 
but somehow rockin', game and here they are: I 

Level 1 - Prison (Just start it.) 

Level 2 -Hotel WALKER 

Level 3 - Kitchen OVERTIME 

Level 4 - Hospital VILLA 

Level 5 - Penthouse ENDBOSS 


*. Saturn Codes 


faster Code 


.F6000914C305 

B60028000000 

.160E00320782 

.160E00380010 

160E001A0002 


i; 1 .Infinite time 

' a Play Under Water 

1 


V Master Code P6000914C305 

jf B60028000000 

■ Lakeside (Practice Only) .160400180003 iV 


CMumm 


y. faster Code F6000914C305 

I;'. ! B60028000000 

* Infinite Datura Bullets 6050DOE0063 . > 


To get infinite lives, just 
enterTAEHC at the pass- 
word screen! (You'll 
automatically get infinite 
lives with this code, but to 
skip to the next level, pause 
the game and hitX.) 


Play Station Codes 


U.S. Gold for PlayStation 


Rockin’ Codes Pt. 2 

And for those PlayStation owners who are lucky 
enough to own this, err... interesting game, here 
are your codes: 

Level 1 - Prison (Start the damn game!) 

Level 2 - Hotel AFLEAPIT 

Level 3 - Kitchen .TEASPOON 

Level 4 -Hospital 5EDATI0N 

Level 5 - Penthouse .VERYNICE 

And as a nice bonus here are a couple more codes: 

Invulnerability PILCHARD 

Level Select KRISTIAN 


Unlimited Energy (Player One) S01cbc38 00a6 : X 


llnfinite Plasma Bombs . . . 80078DD40003 / 


80t)D53AC00l4 


At the beginning of the game, 
at the ships as they 
go into their first formation. 
Destroy all of the ships 
for the ships in the 

from the 


JOHNNY BAZOOKATONE 


SEGA RALLY CHAMPIONSHIP 


JOHNNY BAZOOKATONE 


TOTAL ECLIPSE TURBO 
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EARTHWORM JIM 2 


Playmates Interactive for Genesis 

Worm Power 

Okay, Genesis owners, pay attention! Don’t let 
those Super NES owners hog all the worm 
glory. Here are your codes. 

Like with the Super NES, pause the game to 
enter the following codes: 

For 100% Energy: A, B, C, A B, C, A, A 
For Plasma Gun: QCCCAAAB 
For Bubble Gun: QQCQAAM 

e nr Money Worms (once): C, A, C, A 
C.AQA 

For Level 2b Puppy 2: Left Right 
B, Q Q Left, Right, A 
For Level Sa Carnival: B, B, C, A, 
B, Q Left, Right 
For Level 9 ISO 9000: Aft Q 
Right, Right, Right, Right, Right 


Super Worm 

We had some great codes last month for our little 
worm buddy, but here are a few more to liven 
things up. To use these codes, just hit the pause 
button anytime during gameplay. 

For 100% Energy: X, SELECT, A ft A SELECT, X, A 
For Plasma Gun: * X, * X, A A A SELECT 
For Bubble Gun: X, X, X, X, A ft A SELECT 
For Money Worms (once): A A ft A A Y, B, Y 


B, X, Left, Right, A 
For Level 5a 
Carnival: Up, 
Down, X, A B, Y, 
Left, Right 
For Level 9 ISO 
9000: A B, X, Left, 
Left, Right, 

Left Right 


Rockin’ Codes Pt. 3(00) 

Hey! How about this? Some codes for the 3D0 version. For 
some reason there’s a code for the first level. Go figure! 


Levell- Prison SOFTCELL 

Level 2 - Hotel LOVESHAK 

Level 3 - Kitchen STIRITUP 


Level 4 - Hospital UVEAID 

Level 5 - Penthouse PLECTRUM 


Sorry, no invulnerability or infinite live codes are avail- 
able for the 3DO. 


Nintendo for Super NES 


The first codes available for DKC2 leave you with a 
decision. Harder or easier? Which will you choose? 


In order to access the cheat mode, you will first need to 
start a new game. Now, on the player select screen, 
highlight the two player contest and press down five 
times. This will reveal the sound test. Press down five 
more times and the cheat mode will be revealed! 


To eliminate all OK barrels from the game (thereby 
increasing its difficulty slightly) press B A Right Right A 
Left A X- You will hear a sound of a monkey if the 
code is entered correctly. Note: Although there are 
no OK barrels once you use this code, you will 
start each level with both Diddy and Dixie.) 


To make your life a bit 
easier enter Y, A SELECT, 
A Dowry Left, A Down 
to start the game with 50 
lives! Once again, a 
properly entered code 
will be noted by a 
monkey sound. 


Monkey 
□f The 
Month 


, Get TWisted! 

* j; -- Now here is someone who should 
fi serve as an example and role model for 
|r.| >/"• all you aspiring Code Monkeys out 
there. Kris Teng of San Jose, CA 
Js our Code Monkey this month for being 
■ ' The first to get me codes for the mother of 
all monkey games, Donkey Kong Country 
2: Diddy’s Kong Quest. Kris is either the 
first person in the free world (a.k.a. beyond 
' the walls of Nintendo) to discover these 
■? ' codes or just the sneakiest person in 
the free world. Regardless, Kris got 
. -trie those coveted DKC2 codes first 
and now is one of the few, the 
proud, the Code Monkeys. - i- 




£ 


v 




: 






JOHNNY BAZOOKATONE 


U.S. Gold for 3DO 
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tactics 



Baron Aloha is 
waiting for you! 




JUMPING FLASH! 


Sony CE for PlayStation 

Finally I A Stage Select! 

Now here’s a game that’s in my great gaming hall of fame! 
And even though it’s been out a while, a stage select for a 
game this good still makes it in as far as I’m concerned. 


Press Up, Up, Down, Down, X, X, Left, 
Right, Left, Right, X, Triangle, X, Triangle 

at the title screen to initiate the stage 
select. If the code is entered correctly, part 
of the background will turn red. Now, start 
your game and just use your directional pad to 
scroll to the left or right to reach the stage you desire. 



THEME PARK 


: *i Electronic Arts for Saturn 


The Everything Code 

Look, if you’ve got all the money and all 
the stuff, you’ve probably taken all the 
challenge out of a strategy/simulation 
game. But if you insist, here it is! 




To get access to all the stuff in 
your theme park, start a new 
game and enter DEAD as your 
nick name. Finish filling out all 
the rest of the info and select 
the country for your theme park. 

When you start the game press the left shoulder but- 
ton and go the ride purchase menu. Then press the 
X, Y, Z, A, B, and C buttons simultaneously. You should hear a bunch of 
kids say 'Yeah' and now you have all the rides, shops, and park features. 



To get all the money you want, go back to the ride purchase menu and hit 

the X,Y,Z, A, B, and C but- 
tons simultaneously again. 
The kids will yell 'Yeah' again. 
The longer you hold down 
the buttons the more money 
you will receive. If for some 
reason you don't load up on 
enough cash in the begin- 
ning, you can now just hit the 
A, B, and C buttons at the 
time during gameplay 
to get even more money! 



For a stage select 
cheat, enter the 
following at the 
title screen: Right, 

Up, Left, Up, Right, 

Up, Down, Up, Left, 

Up, Left, Up. Use the 
directional control and the Z but- 
ton to select which stage you want. 




CLOCKWORK KNIGHT 2 


Sega for Saturn 


To view the ending for Clockwork 
Knight 2, enter Right, Up, Left, Up, 
Down, Up, Right, Left, Up, Right, Left, 
Down at the title screen. 


Cuckoo Clock 

Here’s a collection of codes that will help you get 
through another wacky adventure. 



In one of the neater 
tricks in a while, to 
see special holi- 
day title screens 
in CK2, set your 
Saturn's internal 
clock to Christmas, 
New Year's and 
Valentine's Day. 
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BACKLOG 


codes 



E \ 

/EM 

! wyJT 

V 

T 

ORE] 

hi 


OK, everybody 
sing along! Whafs 
the magazine that 
has more codes for you and me? G-A-M, E-P-L, A-Y-E... Uh, 
wait a minute. This isn't working out the way we thought it 
would. Oh, to hell with it. Here's a bunch more codes! 


BATTLESPORT 


Studio 3DO for 3DO - 4 





AGILE WARRIOR 


Interactive for PlayStation 

Invincible Warrior 

Invincibility Code 

To access the the invincibility mode, pause the 
game and enter: Left, Square, Square, Square, 
Square, Up, Triangle, Triangle, Triangle, Right, 

Circle, Down, X, Triangle, Triangle, Triangle, Square. 
Of course, you should remember that although you 
can't be damaged, you can still run out of fuel. 


EARTHWORM JIM 2 


\P ld^ates Interac tive Entertainment for Super NES 

Heart Worming Codes 

Worn Steroids 


For One Ups: Left, SELECT, Right, SELECT, L, SELECT, 
R, SELECT 

For Ammo: SELECT, X, X, X, X, X, X, SELECT 
For 3-Shot Gun: X, X, X, X, A A X, SELECT 
For Teleport Bomb: X, X, X, X, B, B, B, B (This code 
works but I'm not sure exactly what it does, drop 
me a line if you figure it out.) 

For a one time extra continue: A SELECT, A B, X, Y, 
X,Y 

To skip to Level 3:AB,X,l,R,UAB 
To skip to Level 7:AX,L,R,X,l,R,L 

One more code that's 
mighty handy but only 
works in the Super NES 
version is the Stage 
Skip code. Once 
again, pause the game and 
' enter SELECT, B,X, A A X,B, 

I SELECT. When you unpause the 
game you'll see the cows that 
congratulate you 
upon completion 
of the level and 
i you'll go right to 
the next stage. 


SEPARATION ANXIETY 


Acclaim for Super NES 4 

, * , 7 

Separate Levels 

Level Passwords 

At the main menu screen, go to the Passwords 
option screen. 

Enter the following level passwords: DCCPMH for 
Level 2; MDRKJP for Level 3; STSPPC for Level 4; 
and QPMJCV for Level 5. 

Don't forget, the action isn't going 
to get any easier. 


Battle Code! 

Hidden Message 


gbf 
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Heart Worming 
Codes Part 2 

Genesis Steroids 

Like the Super NES version, pause the game and 
enter the following codes to make ETs life easier... 
For One Ups: A B, C, C, C, A A B 
For Ammo: C, B, B, A, C, B, A, A 
For 3-Shot Gun: C, C, C, C, A A A C 
For Teleport Bomb: C, A B, C, A B, U, D (As in the 
SNES version, this code works but you got me on 
exactly what it does.) 

For a one time extra continue: A A C, C, B, A L L 
To skip to Level 3: C, B, C, L, R, l, A B 
To skip to Level 7: A A C, C, B, B, A, A 


Select the one player game 
and enter HAWKIN at the 
Enter Name screen and you 
will hear 
a secret 
message 
that is a 
little joke 
about 
Trip 

Hawkins, 
3DO 
founder. 


NFL GAMEDAY 


•f ■ Sony Interactive for PlayStation; 

Custom Football 

Extra Play Modes 

First go to the Options Screen and press Select. 

Press Select again to get to the Passwords screen. 
Enter the following passwords for some game-altering 
spedal effects. 

Enter URNOTREDE for an ultra difficulty level in the one 
player mode. Enter SKELETON to play as two new 
teams. Enter PiCK.CITY to increase interceptions. Enter 
BIG.BOYS to increase the size of the backs. 

Enter OFFENSE to increase offensive status and 
DEFENSE to do the same for defense. Enter STICKUM to 
enhance coverage. 


m , 






'3&X • 


VIRTUA FIGHTER 2 


Sega for Saturn 


Virtua Code Heaven 
Cornucopia Of Codes 

To play as Dural go to the Player Select 
screen. Pick Akira and press Down, Up, 

Right, then A+Left. (Just like on the first 
Virtua Fighter.) 

To play as Gold Dural do the same but 
press Down, Up, Left, A+Right instead. 

In a game devoid of supernatural-type 
moves, here's a trick that miraculously teleports Jeffrey (or 
at least makes him run really fast). This trick can only be 
done when Jeffrey is fighting Shun Di. Make Shun sit 
down and have Jeffrey do his power bomb move 
(Down/Forward+P+K+G) from anywhere in 
the ring. 

You can actually choose the characters who 
fight in the Watch Mode by pressing START 
when the selection box goes over the 
character. Player one needs to go first, then 
player two. 

Also in Watch Mode, press X while the char- 
acters are fighting to switch the view from 
the standard side to side mode to the 
sweeping mode. 

To get the alternate color uniforms for your 
character press Up and C simultaneously at 
the Character Selection Screen. 



codes BACKLOG 


OFF-WORLD INTERCEPTOR EXTREME 


ZERO DIVIDE 


e Warner Interactive for Pic 


Sweet, creamy filling! 

Hidden Game 

Put in the Zero Divide game into your PlayStation 
and turn it on. While the game is powering up hold 
down the SELECT and START buttons on the player 
two controller. Keep holding down the buttons as 
the developers logos appear on the screen and 
Phalanx! will load right up! 

You'll be in shooter heaven as you play the full ver- 
sion of Phalanx!, but one note, the ending screen of 
Phalanx! will still be in the original Japanese. 


TOY STORY 


Disney InteraetivefprtGen^s^; 


To Invincibility and 
Beyond! 

Skip And Stomp 

For the always welcome level skip code enter 
A, B, R, A, C, A, D, A, B, R, A at the Toy Story 
Intro screen (not the one Buzz flies through). 
Then pause the game at anytime during 
gameplay and press A. You will then be 
transported to the next level. 

What's better than being an animated char- 
acter? How about an invincible animated 
character? To be invincible collect seven (and 
only seven stars) at the Level Two (Putting 
Toys Away Level) then jump in the Toy Box 
and duck down for 6 seconds. 


TOTAL ECLIPSE TURBO 


y 'Crysta l Dynamics for PlayStatiOnr 

Freedom At Last 

Level Select 

First go to the Main Menu screen then push and 
hold the select button, then press Triangle, LI 
and Square. 

Release the Select button and then press Triangle, 
LI, Square, Triangle, LI, Square and Down. 

Scroll through the stage select with the Left and 
Right directions on the direction pad. 

Accessing the later levels has never been so easy. 


TEKKEN 


Namco for PlayStation 1 




BE the Bear! ^ 

Play As Sub-boss 

First beat all the normal characters in the game. 

After beating all the normal characters you will fight a 
sub-boss. 

After beating the sub-boss you will then be able to 
play as that sub-boss. 

Play as Heihachi and Devil 
Kazuya 

Play As Secret Characters 

To play as Heihachi you'll have to beat the entire 
game without continuing. 

To play as Devil Kazuya you'll have to beat all the 
rounds of Galaxian at the beginning of the game. 
Good Luck! 


Crystal Dynamics for PlayStation - , 

Big Bucks 

Get Extra Cash 

To get extra cash first go to the main menu screen 
then choose Options. 

Once you reach the Options Screen press Square, 
X, Circle (six times in a row) then press LI. 

When done correctly this will boost your cash sup- 
ply quite drastically allowing you to buy almost 
anything you desire. 


NBA JAM TE 


Acclaim for PlayStation 5 


Here We Go Again 

Hidden Characters 

To gain access to the following list of 
players simply answer 'Yes' at the 
initials prompt. 

Then hold LI and R1 as you enter the fol- 
lowing initials and birth dates: 

Gorilla APE, April 2 

Ad Rock ADR, April 6 

MCA MCA, April 9 

Mike D M D, July 1 

Pres. Clinton BIL, June 3 

Hillary Clinton HIL, November 6 

Hugo HOR, June 12 

Larry Bird LAR, January 15 

Heavy D HEA, January 9 

Boo Boo THI, November 1 

Frank Thomas FNK, January 8 

Air Dog AIR, January 21 

Magic Hair STH, December 8 

Kabuki KUB, April 14 

Jax JAX, March 1 

Snake SNK, June 15 

Chicago Bull BEN, September 20 

Prince Charles CHA, May 4 

Thurston Moore MOE, June 8 

Can We Play? 

Extended Rosters 

Go to the Team-Select screen, then press 
and hold the Select button. 

While holding the Select button, rotate the 
Direction buttons two times 
counter- clockwise. 

You will then be able to play with an 
extended roster. 

Even More Surprises 

Extra Options 

At the "Tonight's Match-Up" screen enter 
the following codes: 

For Full-court push, press Down, Down, X, 
Circle, X, Right, Right. 

For High Shots, press Up, Down, Up, Down, 
Right, Up, Circle, Circle, Circle, Circle, Down 
To speed-up play, press Up, Up, Up, Up, 
Left, Left, Left, Left, X, Triangle. 

For powered-up three pointers, press Up, 
Down, Left, Right, Left, Down, Up. 

To display shot percentages, press Up, Up, 
Down, Down, Triangle. 

For powered-up Goal Tending, press Right, 
Up, Down, Right, Down, Up. 
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BACKLOG 


codes 


TWISTED METAL 


Sony Interactive for PlayStation 


Game Intensifies 


Loaded And Invincible 



To face five enemies in the 
Arena stage, enter: 

Square, Triangle, 

Circle, 

Square, Square. 

To devastate all 
who stand in your 
way, enter this code 
for unlimited weapons: 

Triangle, Space, Square, 

Circle, Circle. 

Ever wanted to be an 
Untouchable? Try this invincibil- 
ity code: Square, Triangle, X, Space, Circle. 


m 


m far 
$ » 

i*., 


VECTORMAN 


Sega for Genesis 



Alphabet Soup 

Stage Skip And More 

At the SEGA logo screen at the beginning of the 
game, move Vectorman under the logo and shoot 
up 24 times. Then, jump up and hit your head on 
the logo 12 times. Letters will then start falling from 
the top of the screen. Catch at least 90 letters and 
the game will start on a higher stage. 

As for actual codes, pause the game anytime dur- 
ing the gameplay and enter Down, Right, A, C, Up, 
Left, A (D-R-A-C-U-L-A] and everything will go in 
slow motion anytime you are hit. 

For Vectorman to be turned into a small computer 
arrow, enter C, A, Left, Left, A, C, A, B (C-A-L-L-A-C- 


A-B) while 
the game is 
paused. Why 
would you 
want to do this? 

Because you can 

then go anywhere on a 

level and destroy enemies by just 

touching them. One draw back, the only thing 

you can't destroy with the arrow is the 

stage boss. 



Williams for PlayStation^ ; 


Sega for Saturn 


Like Doom, Only Easier! 

Maximum Doom 

For those who seek to be gods — you're in luck. 
I've got a God Mode Code. At anytime in the 
game, pause and press Down, L2, Square, HI, 
Right, LI, Left Circle. Let me tell you, Ihe game 
gets a LOT easier when you're God. 

For Lots of Goodies (maxed ammo and all the 
keys) pause and press X, Triangle, LI, Up, 

Down, R2, Left, Left. 

To skip levels enter Right, Left, R2, Rl, Triangle, 
LI, Cirde, X. 

This is a really cool code that displays some of 
PlayStations cool effects. For X-Ray Vision 
mode pause and enter LI, R2, L2, Rl, Right, 
Triangle, X, Right. You can see them, but they 
can't see you! 

To retain some of the original challenge but 
make death and destruction a little easier, enter 
Triangle, Triangle, L2, R2, L2, R2, Rl, Square for 
maps with all the lines drawn in. 

For maps that show the location of all items 
pause and enter Triangle, Triangle, L2, R2, L2, 
R2, Rl, Circle. 


To the Finish Line 

Hidden Track, Hidden Car 

Most people already seem to know this, but in 
case you don't, to race on the hidden Lakeside 
course you just need to finish in first on the 
Mountain track. 

Experience the thrill of mirror mode by holding 
down Y while 


pressing C on the select game screen. 

Hyper Car mode is achieved by holding down the 
X button while pressing C on the car selection 
screen. The only difference in Hyper Car mode is 
that the car accelerates and handles better. 

One more IHUe trick for Sega Rally. To zoom in and 
out during the replay of your races, hold Down+Z, 
then use the Left and Right shoulder buttons for 
your zooming pleasure. 

^ Now, if you'd like to be able to race in that 
shiny, new hidden car known as the 
Lana'a Stratos, place first 
using the normal 
setting on the 

X?'* -V championship mode. 


Vic Tokai for Saturn - 


Sega for Saturn 


Uirtua Menus 

Secret Menu 

At the Title Screen, press Up 12 times, then 
press Start. 

Enter the Options mode. 

Move the cursor off the bottom of the screen, 
then press A. 

Choose from your new options with the 
Direction Pad. 


Acclaim for Super NES 


Holy Stage Select 

Stage Select 

Scroll through the stages with the D-pad. 
Now you get to see those crazy later levels. 
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SEDA RALLY CHAMPIONSHIP 


SHINOBI LEGIONS 


VIRTUA FIGHTER REMIX 


Not Tough Enough? 

Expert Mode 

At the title screen press Start, A B, C, B, A. 

✓ When the game starts you'll notice that you are 
left with only one hit point and no extra men. 
Good Luck! 

Ninja Hopping 

Stage Select 

At any point in the game press Start to pause then 
press A, B, A, B, C. 

When you see the stage number appear in the bot- 
tom left comer you'll know you've done it right. 

Use the D-pad to scroll through the stages. 

Then check out some of the later stage you've 
been missing. 


BATMAN FOREVER 



BACK ISSUES 


SEGA - NINTENDO ' SONY ■ 300 - ATARI - ARCADES 

mm MmjmSS m 


fJLAYEfm 

Ultra 64 Jfe 
REVEALE 


Cover Story: 

Loaded for 
PlayStation 
and Saturn 

Strategies: 

Bug!, Chrono Trigger 
Battle Arena 
Toshinden 


Here corne a 


Cover Story: 

Next-gen RPGs 
Jumping Flash! 2 
Tekken 2 

Strategies: 

11-page Resident 
Evil Strategy 
Street Fighter 
Alpha Move List 


Tekken 2 


Strategies: 
Gigantic Virtua 
Fighter 2 
strategy — all 
the moves! 


Resident Evil 


Cover Story: 

MK3 for the home 
console 

Strategies: 

Killer Instinct, 
Panzer Dragoon, 
Ridge Racer 


ItSrr ins® 1 ' 

SEGA • NINTENDO • SONY • 3DO • A TAR I « ARCADES 


SEGA • NINTENDO • SONY • 3DO • ATARI • ARCADES 


1 v'O 

Cover Story: 

The Future of 
Arcade Games 
Exclusive 16-page 
Sony Preview 
DKC2 

Strategies: 

Earthworm Jim 2 
Mortal Kombat 3 
Primal Rage 
WipEout 


Cover Story: 

Panzer Dragoon 
II Zwei 
KI2 

Toshinden 2 

Strategies: 




rdsHiNi 


■ f Co 

Cover Story: 

Killer Instinct on 
the Super NES 

Strategies: 

Daytona USA, Eternal 
Champions, Judge 
Dredd, 

Virtua Fighter 


iSIOENT EVIL 




Fighting Vipers 
NFL Gameday 
X-Men: Children 
of the Atom 


SEGA * NINTENDO - SONY ' 300 « A TAR I • ARCADES 


SEGA N/NTEND^SONY 3DO ATARI ARCADES 

f v yi n/ur m 


Cover Story: 

Virtua Fighter 2 
Sega Rally 
Virtua Cop 

Strategies: 

Mega Man VII 
Shinobi Legions 
Tekken 
Weaponlord 




Cover Story: 

PlayStation Sports 
Ultra 64 Coverage 
Super Mario 64 

Strategies: 

Donkey Kong 
Country 2: Diddy's 
Kong Quest 
Sega Rally 
Championship 


mfcKim cm 


Cheats for 

Donkey Kong 
Country 
Earthworm Jim 
Madden '95 
Mortal Kombat 


'is* More i 

I 


Road Rash 3 
Clayfighter 
Demolition Man 
Way of the Warrior 
AND LOTS MORE! 


imagine 


Hey gang, don't miss out on any of the hot 
codes, sizzling strategies, and incredible 
insanity that's available in back issues of 
GAME PLAYERS. Send $5.95 per issue 
(check or money order, U.S. funds only) 
to GAME PLAYERS BACK ISSUES, 
150 North Hill Drive, Brisbane, CA 
94005. Don't be known as the only 
loser on your block. Send your order in 
NOW! Remember to specify which 
back issues you want. Don't delay — 
do it today! 


Cover Story?* 

Secret of Evermore 
preview 

Strategies: 

Beyond Oasis 
Crusader of Centy 
Metal Warriors 
Return Fire 


Cover Story: 

X-Men Arcade 
preview 

Strategies: 

Killer Instinct 
NBA Jam: TE 
Supreme Warrior 
X-Men 2: C. Wars 


Cover Story: 

Saturn: A Full Look 
At Sega's US Plans 
Strategies: 

Brutal 32X 
Fight For Life 
NBA Jam: TE Codes 
Tekken Move List 


Cover Story: 

PlayStation - story on 
the US release 

Strategies: 

Virtua Fighter 2 
Night Warriors 
Mortal Kombat 3 
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THIS IS THE 

W uo&x 

f 500 IT WILL BLOW 1 
r YOUR X&5P C6&4U ' 
<SV=*F I KNOW WHAT 
YOU'RE THINKING... PIC? I 
FIRE X/UO NERF BALLS 
OR S/X? YOU GOTTA 
l ASK YOURSELF, PO I , 
L FEEL LUCKY? WOZA A 

uL po yx, ruux? M 


UH... SHOULPNT 
YOU HAVE yoUR 
F/UOO& ON THE 
TXVOOU/?, OR 
50/V1ETHING, 

you /p/or? 


c»|| Hey, can you keep a secret? I 
,fn a realW big secret! Good. Listen up: 

SSsssr 

Ihris Slate thing, you know. Tha 1 
a nf thina he’d do. Get everyone all excneo 


realizing you’ve been had, 

sr i irs™«»»>»r s is 

■Ha ha' Gotcha!’ look on his face. Man, that 

airfS: SsSar 

surprise (yeah, right)! 


Hey, who left the barfbag in here? Here’s 
the May Scrambled Mess. Can you find this 
screen somewhere in the magazine? Write 
the name of the game on the back of a 
postcard and mail your entry to: 

May’s Scrambled Mess, 

Game Players; 

150 North Hill Drive; 

Brisbane, CA 94005. 

The first entry we pick out of the box on 
the day we lay out this page, wins the 
Mystery Prize. Remember to include the 
system you own. All the usual rules apply. 
The winner of our January’s Scrambled 
Mess Contest was Jesse Simpson, of 
Colbert, WA. He correctly identified the 
scrambled picture as a screen shot from 
Flying Nightmares. Your Mystery Prize is 
on the way, Jesse, but someone shot down 
the Postal Service plane. Go figure... 
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& Cover the bottle, shake well and 
open the bottle as you yell 
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